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INTRODUCTION 


Several weeks ago the Wuland-Yelani Corporation 
hired a crack salvage team to recover their missing 
science ship, lost in space for 20 years. As the sce- 
nario starts the characters are en route when disaster 
strikes and they are forced to abandon ship. 

Adrift in space on a salvage shuttle the team 
finds the Leopold, the long-lost science ship of the 
Wuland-Yelani Corporation. The ship seems to be 
deserted though fully operational, but as they try to 
find out what happened on board everything starts 
going wrong. The ship is riddled with alien creatures 
that have killed the crew and turned the Leopold into 
a nest, a problem compounded by the computer core 
having two A.l.s fighting with each other for control 
of the ship's systems. In a desperate race to sur- 
vive and escape the situation, what starts off as the 
team's salvation could well turn into their grave. 


GAME PLAY 


The bulk of Quantum Flux takes place on board 
the TSN Leopold, an abandoned ship infested with 
aliens and an artificial intelligence with a very real 
desire to kill. As the characters explore the ship they 
must discover what happened to the crew 20 years 
ago and how to avoid the same fate. 

While Quantum Flux is a science fiction game, 
Game Leaders should aim to create the style and 
atmosphere of a horror film. The characters are 
alone, light years from safety with no way to call for 
help, and strange creatures are chasing them down 
the ship's silent corridors. Game Leaders can use 
the players' paranoia to build tension. Every closed 
door is a leap into the unknown, nowhere is safe, 
the aliens move around and even the places the 
characters have checked may become re-infested. 
Corridors with shed alien skins or excrement are 
reminders to the players that the aliens are every- 
where. Like a good horror movie there should be pe- 
riods where nothing happens punctuated by sudden 
shocks and surprises, all building towards a frantic, 
chaotic finale. 

To keep the tension in the game, avoid being 
obsessive about game mechanics or scientific reality. 
Apply movie logic to situations and, above all, keep 
the game moving. 


BACKGROUND 


Twenty-one years ago Captain James Shepard 
was given his first command, the Terran Stellar Naval 
vessel Leopold. The ship was a Mengala-Class frig- 
ate, one of a new breed of cyber-assisted ships of the 
fleet. Equipped with an artificial intelligence system 
and avatar called Assyl, it was outfitted as a science 
vessel by the Wuland-Yelani Corporation. A ship of 
her class would normally have a crew of over one 
hundred but with the new A.I. system most of the 
tasks were automated. This left Captain Shepard in 
charge of twelve crewmen, four marines and thirty- 
one scientists. The Chief Scientist was Doctor Adolf 
Kleinler, a specialist in the fields of xenogenetics, 
biochemistry and cybernetics. Captain Shepard's 
orders were to let the research team conduct their 
studies without interference. 

The ship’s mission was to head out to the aban- 
doned colony world Oberon and discover why the ter- 
raforming process had failed to convert the ice-world 
into a habitable planet. Upon arrival on the planet's 
surface the survey team found several small aliens, 
all of them apparently dead. Within a few hours 
samples were on board and were sent straight to the 
science labs on Deck 11. 


SECRET ORDERS 


Unknown to everyone else on the ship Dr Klein- 
ler, a lifelong employee of the Wuland-Yelani Corpora- 
tion, had secret orders. He was to return any alien life 
forms directly to the corporation, not allowing them 
to be seized by the military under any circumstances. 
To ensure this he was given override codes for many 
of the ship's functions and security systems. 

Studying xeno-biology was only a small part of 
the Leopold's scientific mission. As the rest of the 
science team was busy assessing planetary condi- 
tions such as atmospheric gases and volcanic activ- 
ity, Dr Kleinler was left alone to start work on the 
aliens. During his research Kleinler noted the aliens 
not only carried Earth-origin DNA but also a virus he 
recognised as being created by the Wuland-Yelani 
corporation. The doctor now knew why he had been 
given secret orders. An experiment by the Wuland- 
Yelani must have gone wrong (or possibly right) and 
led to the loss of the colony. Whatever happened, 
the corporation did not want the Terran Stellar Navy 
finding out. 

The first warning the rest of the crew had of the 
impending problems was the activation of the quar- 
antine alarm from Kleinler's lab. When the security 
team arrived they found Doctor Kleinler unconscious. 


Quickly revived he explained an alien sample he was 
working on had seemingly come back to life, bit him 
and escaped. He had activated the alarm but then 
passed out. The doctor was taken to the medical bay 
on Deck 2 while the Captain worked with Assyl and 
her avatar to organise a hunt for the alien. 

While everyone was busy chasing the alien, Doc- 
tor Kleinler recovered from his attack and headed 
straight towards the A.I.M. With security and As- 
syl's avatar occupied with the alien hunt he had no 
problems getting into the room. Accessing the core 
he ran programs that had been secretly placed into 
the A.I. by the company. These initiated an upload 
of information on his research from the science labs' 
computers and then wiped them. On completing the 
program he returned to Deck 11 to destroy the paper 
records of his research. 

While burning the documents he noticed strange 
lesions on his skin and started to examine them. 

His scans revealed that he had been infected by the 
genetically engineered virus carrying the alien DNA. 
Realising the infection would be fatal, he returned to 
his quarters and attempted to upload his personal- 
ity to the ship's computer. This remarkable scientific 
feat was only theoretically possible but whether or 
not it succeeded it would certainly be fatal. Work- 
ing desperately as the infection consumed him he 
was mostly successful, creating a new A.I. of himself 
within the ship's computers. The mind of Doctor 
Kleinler was warped by the upload procedure and lost 
any sense of humanity. 


GOING DOWNHILL FAST 

After seventeen hours the crew managed to find 
and kill the alien life form. In that time it had laid 
eggs all over the ship, grown from cat-sized to near 
human-sized and killed three crew members. Their 
bodies were ejected into space along with the alien. 
The scientists tried to persuade the captain to remain 
in orbit but his mind was set. Captain Shepard or- 
dered the ship to return to Tau Ceti but the Quantum 
Flux Drive reported a fault. Chief Engineer Conrad 
Heinlein went outside in the shuttle craft to examine 
the external drive sections, and discovered that a 
strange biological mass was obstructing key sensors. 

Kleinler A.I. inherited the late doctor's secret 
orders but became corrupted. His instructions to 
return to Tau Ceti with alien samples morphed into a 
paternal instinct to protect and aid the aliens, includ- 
ing taking them to Tau Ceti so they could claim the 
system as their own. The Kleinler A.I. started hack- 
ing the ship's systems to aid the newly-hatched and 
ravenously hungry aliens. Under attack from aliens 


and fighting a losing control over vital ship's systems, 
Captain Shepard gathered the crew together, formed 
defensive barricades and sent hunting parties to 
expel the aliens from his ship. Chief Heinlein was 
ordered to fix the drive but remain off the ship until 
the threat had been contained. That was the last time 
the Chief heard from his crewmates. 


LAST MAN STANDING 


After twelve hours without contact Chief Hein- 
lein redocked and, armed only with his engineering 
tools, returned to the ship via the Shuttle Bay. The 
engineer started searching for answers and quickly 
found Assyl wandering the ship. The aliens had not 
been interested in her mechanical body but she was 
struggling against an unknown hacker. The effort of 
fighting multiple electronic battles simultaneously 
meant her physical avatar was distracted and of little 
help to Heinlein. 

He took her down to Main Engineering, collect- 
ing an armoured vacuum suit along the way, and 
performed an analysis of the ship. The aliens were 
on every deck and the number of life signs were 
increasing at an alarming rate. It also appeared that 
the hostile A.I. was taking over all critical systems. 
He did his best to keep control of the ship but 
every trick he knew was beaten nearly as fast as he 
could use it. He went to his last option, a manual 
shutdown of the plasma conduits to the in-system 
drives so the ship couldn't leave orbit. Trapped in 
the planet's gravity well the ship would be unable 
to engage its Quantum Flux Drive. Next, with Assyl 
backing him up, he went outside to seal the airlocks. 
Having seen what the aliens did to the crew, Hein- 
lein was taking no chances. 

It was on his and Assyl's return to the shuttle 
bay that the Kleinler A.I. made its first attempt to 
kill him. The moment the shuttle docked and recon- 
nected to the ship the A.l. started to overload the 
craft's power systems. Heinlein and Assyl escaped 
out of the shuttle into the airlock before the shuttle's 
engines exploded. 

Heinlein now prepared his escape route by rig- 
ging the doors to the corvette hangar on deck 10, a 
safety measure against aliens and Kleinler who he 
anticipated would try everything to stop him leaving. 
If he could deactivate the ship's main power source 
of power, the Quantum Flux drive, the ship would 
be unable to power both the A.I.M. and the orbital 
thrusters needed to maintained a stable orbit. Safety 
protocols would force the A.I.M. to shut down in or- 
der to protect the ship. This would prevent Assyl from 
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functioning but also stop the hostile A.I. from getting 
full control of the ship. 

In Power Control Heinlein started the shutdown 
sequence for the Quantum Flux drive. Unfortunately 
the Kleinler A.I. was not done yet. As Heinlein 
finished the process a power surge ran through the 
control console and electrocuted him just as the ship 
began to power down. The electricity surged into As- 
syl as well, damaging her cybernetic mind and wiping 
her recent memory files. Nearly everything since the 
first alien outbreak was lost. Heinlein's death did not 
stop the shutdown and as part of the shutdown pro- 
cedure Assyl returned to the A.I.M. to reinstall herself 
into the computer core. 


A DIGITAL LIFE 


As the computer core shut down, the Kleinler 
A.I. acted quickly and diverted enough emergency 
power to keep himself running. It would leave the 
A.I. awake and almost powerless but it was enough. 
He adjusted the life support system to increase co2 
levels forcing the aliens into hibernation and prevent- 
ing them from starving to death. At the same time 
the A.I. created a protocol in the life-support sys- 
tem to restore normal levels when another ship was 
detected. Its theory was that a rescue team would 
eventually arrive and restore power to the ship. Once 
that was done Kleinler would be free to ensure the 
ship returned to Tau Ceti. 

Unfortunately when contact was lost with the 
Leopold the corporation was suspicious. Rather than 
risk the military finding out about Kleinler's secret 
orders they declared the ship lost in a Flux accident. 
After ten years of waiting for rescue the Kleinler A.I. 
came up with a new plan. His electronic form, his ge- 
nius and his madness all combined to create a break- 
through in Quantum Flux technology. With a simple 
radio signal he could destablise Quantum Drives, 
forcing them out of Flux Space. Now the Kleinler A.I. 
could set about stopping any ship that passed nearby. 
However, in this remote corner of space there was no 
traffic. 

A further eleven years passed before someone at 
the Corporation decided to look at Oberon again. With 
the original mission now ancient history (and blame- 
able on people who had retired a long time ago) the 
corporation decided to investigate the ship and pos- 
sible aliens. Of course, they did not tell the salvage 
crew about this, just the possible location of the ship 
and instructions to find out more. When the salvage 
ship Oculas neared the Oberon system Kleinler's ra- 
dio signal did indeed cause the flux drive to become 


destabilised, but due to a miscalculation the drive 
then failed catastrophically. 

After twenty-one long years sitting in cold space 
the Leopold's sensors detected a single shuttle craft 
with life signs aboard. Kleinler's prepared protocol 
activated, normal life support systems resumed and 
the aliens slowly started to wake. The Kleinler A.I. 
could almost grin. Finally a way to escape this world 
and take the aliens to Tau Ceti. 


OVERVIEW 


Quantum Flux can be split into three broad parts: 
arrival, exploration and escape. In the first part, the 
characters survive the destruction of the Oculas and 
travel in a shuttle craft to the TSN Leopold. The 
exploration takes place as the characters investigate 
the Leopold, trying to discover what happened to the 
craft. Finally the team have to escape, either fleeing 
the Leopold in its corvette or by making the Leopold 
safe and flying it home. 


ARRIVAL 


The first part of the adventure is about setting up 
the situation and introducing the players to the Quan- 
tum Flux universe and their own characters. 


4 Escape the wreck of the Oculas, possibly 
rescuing the injured cook. 

4 Detect and home in on the Leopold's signal. 
How long this takes will have an impact on their 
ability to save the cook. 

4 Board the Leopold via Deck 6 - Shuttle Bay 


EXPLORATION 


Characters may explore the decks in any order 
and their choices have consequences. 


4 Turning on the A.l. mainframe (deck 3) be- 
fore re-activating the Quantum Flux drive (deck 
5) will start the ship's fiery descent to the planet. 
This can be halted by starting the Quantum Flux 
drive. 

4 Visiting deck 5 first will throw the characters 
into a major encounter with the aliens when they 
have limited equipment and no knowledge of the 
threat. 

4 The injured cook needs urgent medical care 
in the medical centre (deck 2) or needs to be 
placed in cryostasis (deck 7). 

4 The Kleinler A.I. will start attacking the char- 
acters when they reactivate the Quantum Flux 


drive (deck 5), power up the A.I.M. (deck 3) and 
open the plasma conduits on deck 9. 

4 The Hive Lord will attack when the characters 
attempt to leave via the corvette (Deck 10) or 
begin to gas the aliens. 


Clues 

Everywhere on the ship there are hints as to what 
happened over the last 21 years, but some decks 
contain key information. 


4 Deck 1 provides a chronology of the events 
and some hints to the Kleinler A.I. and Chief 
Engineer Heinlein's activities. 

4 Deck 2 has information on Kleinler's death. 
4 When Assyl is awakened on deck 3 she can 
provide more details about the chronology of 
events and of Heinlein's actions, and can warn 
the characters about the hostile Kleinler A.l.. 

4 Deck 3b hints about Kleinler's involvment. 
4 Deck 4 gives the characters information 
about the links between the aliens and the 
Kleinler A.I. 

4 Deck 11 has information on how to use gas to 
cleanse the ship of aliens. 


Equipment 
There are key pieces of equipment the characters 
will want and need to survive. 


4 Command Override Keycards can be found on 
decks 1, 3b, 4 and 5. 

4 Weapons are available on decks 3b, 4, 5, 6 
and 8. 

4 The Hull Explosives and the chemicals for 
gas CN-21 are on Deck 8. 


ESCAPE 


There are two routes to escape: via the corvette, 
which is the most direct route to safety, or by eradi- 
cating the aliens and making the Leopold safe. The 
corvette offers a way the characters can very quickly 
bring the adventure to a close. It is possible to go 
direct from landing in the shuttle to the corvette and 
escape in less than a couple of hours of game play. 
Game Leaders are free to encourage the players to 
explore more fully with the potential of salvage rights 
if they recover the Leopold by themselves. 

To escape in the corvette characters will need: 


4 Either two Command Override cards, the Hull 
Explosives or good hacking skills. 
4 To defeat the Hive Lord. 


Additionally the characters should, but do not 
have to: 


4 Save the injured cook using the medical 
centre on Deck 2. 
4 Recover Assyl from Deck 3. 


Making the Leopold safe is a lot more demanding 
and requires: 


The restoration of power via Deck 5. 
Activation of the A.I.M. on Deck 3. 
Enabling the in-system drives on Deck 9. 
Visiting Deck 11 to discover the aliens' 
weakness. 

4 Retrieval of the chemicals for CN-21 from 
Deck 8. 

4 Destroying the Hive Lord and gassing the ship. 
4 Deleting the Kleinler A.l. 


UNIVERSE OF FLUX 


Quantum Flux takes place 250 years in the 
future in a universe where humanity has developed 
faster-than-light travel thanks to the Quantum Flux 
drive. Humanity has spread out among the stars, ter- 
raforming and colonising every planet even remotely 
habitable. Even after 100 years of rapid expansion 
the process shows no sign of slowing down, with new 
frontier worlds being settled all the time. Beyond 
Earth and its closest neighbours space is a wild 
frontier, a scramble for habitable planets, power and 
wealth. 

For the Game Leader, this chaotic backdrop to 
man's push into space, the huge distances and the 
near infinite number of stars and planets involved 
give the Game Leaders and players a blank canvas. 
Almost any character backstory will fit in the Quan- 
tum Flux universe and groups are encouraged to 
elaborate and expand on the setting. 

A major aspect of the adventure involves charac- 
ters interacting with technology from faster-than-light 
drives to ship's scanners and air locks. As with the 
sociopolitical backdrop to the universe, the technol- 
ogy is largely left unexplained so players and Game 
Leaders can ad-lib. Where the characters need to 
overcome challenges within the adventure, no spe- 
cific guidance has been given as to how this should 
be done. Players should be free to use whatever ap- 
proach they choose, providing appropriate technobab- 
ble to justify their advantages. 


4 
4 
4 
4 
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SPACE LIFE 


The Quantum Flux universe is a human universe. 
While settlement has expanded to planets thousands 
of light years away from Earth, no intelligent alien 
lifeforms have been found. Plenty of alien bacteria 
and simple plants have been documented and a few 
planets have thriving eco-systems akin to Earth's in 
complexity but there are no creatures with language, 
culture or technology. Some hints suggest that intel- 
ligent aliens have existed but certainly nothing as 
clear-cut as a ruined city or abandoned spacecraft 
has been found. But space is big, really big, and hu- 
manity hasn't even scratched the surface of the Milky 
Way, let alone the entire universe. In the meantime, 
humanity has been busy with genetic technology and 
almost anything imaginable is now possible. 


SPACECRAFT 


The technology for running spaceships and mov- 
ing them immense distances is immensely complex 
and generally irrelevant to the adventure. However 
key elements of the space travel, especially relating 
to the TSN Leopold, are important to the plot of the 
adventure. 

Four spacecraft feature in this adventure. The 
Oculas is the characters' ship at the start of the 
adventure but is quickly destroyed. The Oculas's 
shuttle gives the team a safe haven until they reach 
the frigate TSN Leopod. Finally there is the corvette 
Omortson. The larger craft - the Oculas, TSN Leopold 
and the Omortson - are all capable of faster-than- 
light travel and have everything need for prolonged 
voyages. In nautical terms they are ocean-going 
vessels. The unnamed shuttle craft is capable of 
travelling around solar systems at high speed (at least 
compared to present day technology) but cannot go 
faster than light; nor is it equipped for long journeys. 
The best comparison is a harbour tug. 

All the craft use orbital thrusters and in-system 
drives but only the three larger ships have Quantum 
Flux drives. 


Quantum Flux Drive 

A black hole containment device, the Quantum 
Flux drive emits a field that pulls the ship into a void 
known as flux space. Travel through this void is much 
faster than in normal space and travel times of one 
light year per hour are routinely achieved. The drive 
is very delicate. Any strong gravitational force such 
as a planet or another Quantum Flux drive within 
10,000 kilometers will prevent a successful jump to 
flux space. The drive also provides the main power for 
the whole ship. 


In-System Drive 

A fusion / plasma drive which creates a large 
amount of thrust from relatively tiny amounts of fuel. 
In high speed courier or racing vessels these can 
reach 10% of light speed, fast enough to travel from 
Earth to Jupiter in about seven hours. This also re- 
quires top-of-the-range gravity dampers to protect the 
ship and occupants from the g-forces generated by 
the acceleration and deceleration. General purpose 
and more practical vessels such as shuttle craft can 
reach 5% of light-speed but their acceleration is also 
slower. Earth to Jupiter is normally a 30 hour trip in a 
routine spacecraft. 


Orbital Thrusters 

Orbital thrusters provide the fine control needed 
for docking and for maintaining a steady orbit. In a 
ship the size of the TSN Leopold they have to work 
constantly to maintain its position. 


ASSYL — AVATAR AND A.I. 

The heart of the TSN Leopold is Assyl, the ship's 
Artificial Intelligence with its own physical avatar. 
The A.I. (in theory) has control of the complex and 
numerous computer systems which keep the ship 
functioning and its occupants alive. Assyl's avatar is 
an android which contains enough computing power 
for the entirety of Assyl's personality and memory 
systems. The purpose of the avatar is to act as a 
user-friendly interface between the crew and the A.I. 
running the ship. It also gives the A.l. an ability to 
investigate problems beyond the range of its security 
cameras and sensors. 

On the ship the avatar and A.l. are in constant 
communication and act as a single system. Should 
the connection be lost the avatar can operate inde- 
pendently, losing access to the ship's main databanks 
and processing power but continuing to retain its own 
personality and memories. Protocols in the avatar's 
programming will direct it towards ensuring its own 
survival and reconnecting with the computer core as 
soon as possible. 

The avatar is six feet tall and in the shape of a 
human woman aged 30. It has short black hair made 
of carbon fibre, kevlar-laced dermal tissue and is 
clothed in a white jumpsuit. Physical connection to 
the main A.I. is possible using a complex pattern of 
connectors along its spine. 

The A.I. replaces a lot of the functions tradition- 
ally performed by a human crew, including complex 
decision making. It will act independently to protect 
the ship and though it lacks the insight to match the 
abilities of a truly first class crew, it is the equivalent 


of a competent captain and crew. One down side to 
the A.I. system is that it consumes a large amount of 
power and when power is limited is given priority over 
nearly all other ship's systems except life support. 


POWER: SOURCES & USAGE 


The power needed by the many different systems 
on a space craft, such as life support, computer 
systems and scanners, is provided by its Quantum 
Flux drive. For shuttles and other sub-light speed 
craft there are fusion reactors and batteries, but their 
power is extremely limited both in quantity and time. 
The same technology provides emergency power for 
larger ships when the Quantum Flux drive is offline. 
A ship with its life support and nearly everything 
else shut down can remain functional for decades. 
However, emergency power cannot support all the 
ship's systems, even briefly, nor can it maintain the 
basics such as life support for longer than about 48 
hours. For example, the TSN Leopold cannot drive 
its in-system engines on emergency power nor can it 
simultaneously power life support, the artificial intel- 
ligence system and the orbital thrusters. These facts 
will become critical as the adventure develops. 


Gravity Dampers 

The dampers have two roles onboard space- 
ships. Most importantly they provide to crew and ship 
protection from the extreme forces produced by the 
in-system and Quantum Flux drives. As a second- 
ary function they provide an artificial gravity for the 
ship's crew. This use of the gravity dampers is so 
trivial an extension of their vital main function that 
almost no craft lacks gravity control. 


SAFETY & SECURITY 


Spaceships are dangerous places even when they 
are working properly. The massive amounts of energy 
in their drives, depressurisation and fire are constant 
hazards. Consequently there are safety systems on 
top of safety systems backed up by monitoring and 
security systems to prevent accidents and sabotage. 

At various points the characters will find them- 
selves wishing to circumvent or override systems on 
the ships. This is known as hacking but it may take 
any form, ranging from computer skills or electronic 
wizardry to brute force. The character must supply 
suitable technobabble and support it with appropri- 
ate advantages. The game lends itself to a cinematic 
style of play and it is recommended that Game 
Leaders take a relaxed approached to scientific and 
engineering realism. 


Challenges 

The difficulty level of hacking security and ship 
systems depends on the danger they would pose to 
the ship and crew if misused. For simplicity they are 
classed as Low, Moderate and High risk. For Low risk, 
low security systems (eg most internal doors) the 
resistance is 2d6+0 or a fixed score of 7. Moderate 
systems such as airlocks have a resistance or 4d6+0 
or 14. For High security ship-critical systems such as 
bulkhead doors it is 6d6+0 or 21. 

Low risk systems can be disabled with each attempt 
taking a full round action. Moderate systems take a whole 
scene and High risk systems take a session. Characters 
can take longer or shorter lengths of time but the resist- 
ance is increased or decreased accordingly (see Time 
Scales in the 6d6 Core). Hacking may also be attempted 
as an extended action in which case the fixed resistance 
(7, 14 or 21) is the target score and each action has a 
resistance of half the number of dice (1d6+0, 2d6+0 
or 3d6+0). Each action in the extended action takes a 
round, a scene or a session depending on the system's 
risk level. 


Command Override 

On the TSN Leopold there is an official way to de- 
feat safety and security systems. The Captain, First Of- 
ficer, Chief Engineer and Chief Medical Officer each pos- 
sesses a keycard which can override standard safety and 
security protocols. Inserted into a door lock or console 
the card can override safety and security systems though 
the event is registered by the ship's computer system. 
Low and Moderate risk systems require one keycard but 
High security systems require two. Using a keycard just 
requires an action but under the pressures of combat in- 
serting the card and selecting menu options can sudden- 
ly become more difficult and require an action beating a 
resistance of 4. High risk systems needing two keycards 
require an action for each card. Command override may 
be ineffective on hacked or modified systems. 


Green Light, Red Light 

All doors on spacecraft have control panels 
indicating their status and what is on the other side 
of the door. No one wants to accidentally open a 
door into a vacuum or contaminated atmosphere. A 
green light indicates the door may be opened and the 
atmospheric conditions are the same on both sides. If 
there is a difference or a fault in the door a red light 
shows and the door will not open without command 
overrides or hacking. Airlocks and other Moderate or 
High risk doors have additional controls giving more 
details on the atmospheric conditions and the ability 
to pressurise / depressurise as needed. 
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GAME LEADER NOTES 


Quantum Flux is a straightforward adventure of 
exploration and combat with few occasions for social 
interaction other than between the players. A lot of 
the adventure revolves around discovery actions - 
searching an area, examining equipment or probing 
computers for data. The possible results and the diffi- 
culty of achieving them, i.e. Automatic, Easy, Moderate 
and Hard, are noted in each location but Game Lead- 
ers should always use their own judgement. Informa- 
tion and equipment can be given out to facilitate 
the group's progress or held back to increase tension 
and fear as needed. Smart questions and good role 
playing by the players should be rewarded more than 
lucky dice rolls. Maps of the ship and decks are not 
provided. The vast majority of locations on board are 
not important to the adventure and will not be visited 
by the characters. The important locations detailed in 
the text are simply large rooms with a corridor leading 
off to the rest of the ship. The exact layout of each 
area is not important and Game Leaders should ad- 
lib when required to map out locations for combat. 
The exact size and configuration of each location has 
no impact on the adventure. 


EQUIPMENT 


The characters start the adventure with no equip- 
ment (other than what they may carry while enjoying 
lunch on their ship) but there is plenty to be found 
along the way. Advantages for all these items can be 
found at the back of the book. 


B.F.G. — A Bi-state Fluxating Gatling gun. This experi- 
mental prototype was a side-project of one of the 
scientists on board. 


Command Override — A keycard belonging to a senior 
officer that allows the holder to override any door, 
console or standard system. 


Hawk Laser Rifle — The Hawk is the standard civilian 
energy rifle, self-charging for easy use in combat. 
Reliable and reusable, its only drawback is its 
lack of bite compared with military weapons. 


Hull Explosives — Incredibly powerful explosive charg- 
es, used to blow large gaping holes in ships. 


Hull Rivet Gun — A large, heavy device which needs 
both hands to use effectively. Able to handle 6 
bolts at a time, the tool is usually used for hull 
repairs but can be used as a weapon. 


Jamesy The Cat — A small, ginger/beige striped 
feline with a lot of fur, green eyes and a sorrowful 
look on its face. 


Jamesy's Carry Case — A small rectangular box with 
a handle. The label on the box reads "Jamesy's 
home away from home". 


Laser Scalpel — A medical tool. The point of the 
scalpel generates a three-inch long focused laser 
beam that can be used with incredible precision 
to perform surgery or to cause severe lacerations. 


Medical Kit — A medical bag containing the rudimen- 
tary tools of the doctor's trade. It is used to aid 
professionals in the treatment of the ill and the 
analysis of the dead. 


M.E.M. Kit — The Modular Electronics & Mechanics 
Kit is a standardised technician's box. It contains 
tools to perform common electronic and mechani- 
cal maintenance tasks. 


Modified Plasma Cutter — A plasma cutter that has 
been enhanced based on the designs left behind 
by Chief Engineer Conrad Heinlein. 


N52B Plasma Pulse Rifle — An old, military-grade 
rifle. An effective close-quaters weapon with good 
Autofire ability. A limited magazine capacity and 
poor accuracy at range led to its replacement. 


Orbiter Armour — Personal body armour. The Orbiter 
is a vacuum suit with effective protection against 
enemy fire. 


Plasma Cutter — Generally used for welding metal 
and cutting through coverings or doors. In a pinch 
it can be used offensively as it generates a mas- 
sive amount of heat at its cutting point. 


Portable Deck — A portable computer system that 
can be used to run computer programs, analyse 
systems and perform network operations. 


Sparrow Laser Pistol — The Sparrow is a standard 
personal defence weapon used for the last forty 
years. Reliable and lightweight, it only needs a 
recharge once every dozen years. 


Vacuum Suit — A simple suit designed to hold off the 
deadly environment of space. Against claws, bul- 
lets, fire, plasma, rivet bolts and similar threats it 
is little more effective than human flesh. 
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SPACE 
EXPLORATION 


The start of the adventure throws the charac- 
ters into an emergency situation. With their ship 
breaking up they must quickly escape, but face a 
moral dilemma regarding fellow survivors. For the 
players this part of the adventure is about famil- 
iarisation with their characters’ abilities and per- 
sonalities. For Game Leaders it is about creating a 
fast-moving, exciting start to the game by placing 
the players under pressure. 

From the moment the adventure starts players 
should believe they have limited time to escape 
the ship. Any time the players stop to debate what 
to do, the Game Leader should drop in timely 
hints, e.g. "the ship shakes from a explosion" or "a 
terrible sound of tearing metal reverberates down 
the corridor," to keep the players' minds focused. 
How long the ship will last is left entirely to the 
Game Leader but it should be only moments 
longer than the characters need to escape. The 
purpose of the Oculas's destruction is to set the 
characters adrift in space, not to kill them. 


PLAYERS’ BRIEFING 


This briefing introduces the players to the uni- 
verse of Quantum Flux. Read it out and answer any 
questions before the players create or select their 
characters. 


Read Aloud 


It is the year 2270 and mankind has 
reached the stars. The human race has 
harnessed the very power of the universe 
to traverse vast distances, discover new 
worlds and find whole new reasons to 
hate each other. 


Governments no longer control countries 
but entire star systems. One of the 

most organised and stable is the Terran 
Republic, the guardian of the Sol system. 
While other corporations and governments 
focus on exploration and colonisation, the 
Republic has built the Terran Star Navy 
to protect the core systems of Sol, Tau 
Ceti and Betelgeuse. 


The salvage vessel Oculas has been 
dispatched from Tau Ceti to the distant 
world of Oberon, one of six planets 
orbiting an unremarkable type G5V in 

a remote part of explored space. The 
Oculas has been contracted out by the 
Wuland-Yelani Corporation to recover the 
TSN Leopold, a ship declared lost nearly 
twenty years ago. 


The team is only given the minimal 
briefing and orders: 


Find the ship, find out what happened, 
recover the A.I. If possible recover the entire 
ship; destroy it completely if recovery is 
impossible. 


The details of the mission are not important 
during the initial scenes of the adventure. Only 
once they are stranded in space do they become 
relevant. Listed below is everything the characters 
were told or could find out before leaving Tau Ceti, 
but don't give it out to the players before the game 
starts. When the characters need to know some- 
thing they may take an appropriate discovery ac- 
tion to determine how much they remember from 
the briefing. 


Automatic — Find the ship, find out what happened, 
recover the A.I. If possible recover the entire 
ship or destroy it completely if recovery is im- 
possible. 


The Oberon System 


Easy — Type G5V star with six planets. Oberon is 
the second planet from the sun. 


Moderate — The four outer planets are gas giants. 
Neither of the two inner planets have moons. 


Moderate — Terraforming was started on Oberon but 
abandoned decades ago. 


The TNS Leopold 


Easy — The TSN Leopold was built as a military 
frigate with a Quantum Flux drive. It was adapt- 
ed into a science vessel in partnership with the 
Wuland-Yelani Corporation. 


Easy — There are eleven decks: Command & Con- 
trol (C&C); Hydroponics & Medical; Artificial 
Intelligence Mainframe (A.I.M.); Crew Quarters; 
Power Control; Shuttle Bay; Cryostasis; Cargo 
Hold; Corvette Hangar; Science Labs. 


Moderate — The Leopold has a corvette with a Quan- 
tum Flux drive and is designed to be operated 
by a small crew. 


Moderate — The ship had an advanced A.I. system 
which was revolutionary at the time but is now 
standard on most large ships. 


Hard — An unusual feature of the A.I. and one 
which has not caught on is the physical avatar, 
an android controled by the A.I. 


Hard — The captain of the Leopold, James Shepard, 
had twelve crewmen, four marines and thirty- 
one scientists. 


THE MESS HALL 


The adventure starts shortly before the Oculas 
is due to drop out of Flux Space and arrive at its 
destination. 


Read Aloud 


After leaving Tau Ceti three peaceful days 
pass by in Flux Space giving everyone a 
chance to rest. The team is gathered in 
the mess hall sharing breakfast when the 
captain announces over the intercom that 
they will soon be dropping out of Flux 
Space. With most of the crew busy with 
flight operations, the mess hall is quiet. 


This is a good opportunity for the players to intro- 
duce and describe their characters. The Game Leader 
should encourage players to swap small talk in 
character and generally lull them into a false sense of 
security before interrupting them with a loud BANG! 


Read Aloud 


A loud explosion can be both heard and 
felt through the deck plates of the ship. 
Klaxons sound, red lights flash brightly 
and the ship's comms crackle to life. 


“All hands, this is the Captain! We have lost 
all main power and life support is failing. 
All hands are to report to the nearest 
emergency craft and evacuate. | repeat, all 
hands abandon ship. This is no-“ 


Another explosion cuts the captain off. 
In the blink of an eye the ship's artificial 
gravity field shifts 70 degrees, throwing 
everyone and everything against the 

far wall. Against the background noise 
of further explosions, someone starts 
screaming. 


The players can take stock of the situation using 
discovery actions. 


Automatic — The ship is violently breaking up with 
nearly every shipboard system malfunction- 
ing or failing. This section of the ship is still 
air-tight; the bulkhead doors must have sealed. 
The only exit from the mess hall is nearly thirty 
feet above the characters’ heads and in the 
sudden gravity change, all other members of 
the team (i.e. unused pre-gen characters) have 
been killed. 


Easy — The screaming is coming from the ship's 
cook, Haley Nielsen, who is impaled on the leg 
of a table. 


Easy — All the ships comms and computer sys- 
tems have failed. The characters have no way 
of finding out what is happening beyond this 
room. 


Moderate — Ceiling tiles and wall coverings have 
broken free and cabling hangs down like ropes. 
These can be used in an escape attempt as 
mundane equipment for 1d6+0. 


The players' first challenge is getting out of the 
mess hall. This is a narrative action which needs 
to overcome a resistance of 3d6+0 to succeed. 
Each player may choose appropriate advantages to 
describe how they get out of the room using the ca- 
bles. Characters may assist each other, but this will 
increase the resistance by 2d6+0 (see 6d6 Core for 
more information on assisted actions). 

Rescuing the cook is harder. Without medical 
equipment there is little the characters can do to 
treat the wounds. Their only option is to pull out 
the table leg and attempt to move her. Removing 
the table leg is easy but will result in a lot of blood 
and screaming before Haley passes out. The resist- 
ance for lifting her inert form out of the mess hall is 
3d6+0. All this takes time and Game Leaders can 
keep the pressure on by constantly reminding the 
players about the ship's imminent destruction. En- 
courage role play as the characters decide whether 
to risk rescuing the cook or to escape. 
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Beyond The Mess Hall 
After clambering out of the mess hall, the char- 
acters find themselves in the ship's main corridor. 


Automatic — In this section of the ship, secured be- 
tween bulk head doors, there is the mess hall, 
the laundry room and the shuttle dock. 


Easy — The nearest emergency escape pods have 
been damaged or destroyed but the team's 
shuttle is still accessible. It is docked to an 
airlock just down the corridor. 


— Muffled shouts are coming from the 
laundry room. 


LAUNDRY ROOM 


The laundry room is on the opposite side of the 
corridor to the mess hall and, with the shift in grav- 
ity, its door is now at the 'bottom' of the room. When 
the gravity changed, the multi-ton laundry machines 
broke free and fell down the room, completely 
blocking the exit. The ship's laundry hand was work- 
ing in the room when the disaster happened but was 
at the far, 'top', part of the room. Rather than being 
crushed by the machines he landed on top of them 
and is now trapped with a broken arm, shouting for 
help. 


Automatic — The doorway, above the characters' 
heads, is blocked by fallen equipment. Inside the 
room is Abhu Sur, who is trapped and injured. 


Easy- The equipment is too heavy to move by hand. 


— Even with the right cutting gear, freeing 
the trapped man would take hours. 








There is no way for the characters to rescue poor 
Abhu before the ship breaks up. His purpose in the 
adventure is to provide role playing opportunities as 
the characters are forced to effectively kill him when 
they escape in the shuttle. 


THE SHUTTLE 


The team's shuttle is fuelled. Reaching the 
craft is easy but it will quickly become obvious the 
airlock / docking clamps are malfunctioning. They 
cannot be repaired but by using skill, ingenuity or 
brute force the shuttle can be freed. However this 
will result in the depressurisation of the ship, con- 
demning anyone left on board to death, i.e. Abhu in 
the laundry room. 

Exactly how the characters free the shuttle is 
not important. They could cut the retaining bolts 
and use the force of the shuttle's engine to pull 
away; rewire the circuits to bypass the damaged 
electronics; hack the safety systems to trigger an 
emergency release or something else entirely. The 
characters’ approach will depend very much on 
which abilities they have. 

To free the shuttle the characters must take 
an Extended Action with a target score of 30 and 
a resistance score of 10. Each attempt takes a full 
round and characters can assist in the actions. 
Game Leaders should apply pressure to the players. 
Use the break-up of the ship and further explosions 
to make the players believe they have a time limit. 


IN SPACE 


Having escaped the destruction of the Oculas 
the characters must now take stock of the situation 
and work out a plan. There is little the characters can 
usefully gain from examining the wreck. 


Automatic — The Oculas has been torn to shreds. The 
largest part of the craft remaining is the mess hall 
section. The surrounding space is littered with 
debris including what are obviously dead crew. 


Easy— There are no life pods and no signs of life. 


Easy— There is a lot of background radiation but no 
more than expected from this sort of wreck. 


Moderate— The section of ship containing its Flux 
Drive is completely destroyed, suggesting a 
cause to the disaster. 


Moderate- There is unlikely to be anything worth sal- 
vaging (e.g. extra oxygen or survival equipment) in 
the wreckage. 


Setting their sights wider, the team can get a 
sense of where they are: 


Automatic — There are no navigation beacons within 
range, leaving no reference points to plot a 
course. As the shuttle lacks a Quantum Flux drive 
even a suitable course will take months to reach 
any colonised world. The shuttle only has 24 
hours of life support capability. 


Easy— The shuttle appears to be at the outer edge of a 
solar system with a type G5V star, slightly smaller 
and dimmer than the Earth's sun 


Easy— A radio signal can be detected coming from 
inside the solar system. 


Moderate- The signal is very strange, a seemingly random 
pattern of data which switches across frequencies. 


Moderate- Six planets orbit the star, two inner planets 
and four outer gas giants. 


Hard- The signal appears to be artificial and the ran- 
domness appears to cover a deeper pattern. 


Hard— The local sun and planetary configuration 
suggest the shuttle is at the edge of the Oberon 
system, the Oculas's destination. 


Unfortunately the storage lockers for the shut- 
tle were only partially stocked when disaster struck 
the Oculas. Anyone looking through the available 
equipment will find the following items: 


1 x Hawk Laser Rifle 

1 x M.E.M. Kit 

1 x Orbital Armour 

1 x Portable "Deck" 

1 x Medical Kit 

1 x Sparrow Laser Pistol 

Vacuum suits for each team member 
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SETTING SAIL 

The characters have little choice but to set a 
course towards the source of the signal, hoping that 
the life support system lasts long enough and that 
there is something to find at the source of the signal. 
There is not much they can do to improve their situ- 
ation. They just need to point the craft towards the 
source of the signal and wait. The journey will take 
about 24 hours and the shuttle has enough Life Sup- 
port for about 24 hours so it will be close. However 
there are a few activities that can be attempted to 
improve their lot, each against a resistance of 2d6+0. 


Engineering 

A successful action extends the air recycling sys- 
tem and cuts all unnecessary power consumption. This 
give the craft an extra three hours of operational use. 


Medical 

Checking the team for Flux Radiation and treating 
any injuries gained getting off the Oculas. A successful 
result reveals that no one was exposed to dangerous 
levels of radiation and that anyone with injuries can 
recover all their Life advantages from the discard pile. 

If Haley Nielsen, the cook, was rescued she will 
need urgent medical attention. The shuttle is not 
equipped with the level of medical equipment needed 
to treat her wounds but she can be stabilised. This 
has a resistance of 4d6+0 and if successful the cook 
will be heavily sedated but safe for 24 hours. Failure 
means Haley will die on the floor of the shuttle. 


Piloting 

Navigating the craft towards the source of the 
signal is straightforward. A successful piloting or 
navigation action will get the best out of the craft and 
allow it to reach the TSN Leopold in just 21 hours. 


Signal Analysis 

The shuttle's sensors are limited but with enough 
work and a successful action more can be discovered 
about the signal. It is coming from something in orbit 
from the outermost of the two inner planets. With this 
information the pilot can cut an additional three hours 
from the journey time. 
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THE LEOPOLD 


After the initial excitement of the escape from 
the Oculas, the shuttle's journey is slow. There is 
little for the characters to do apart from sleep and 
hope they reach safety before they run out of life 
support. The characters' actions may have reduced 
the journey time and / or bought them more time 
from the life support but in the worst case scenar- 
io the shuttle reaches the TSN Leopold with less 
than a hour of life support left. In the best case 
they may have twelve hours. 

The other time pressure is the unconscious cook, 
Haley Nielsen who needs urgent medical attention in 
a proper medical facility (see Deck 2). If she can be 
treated in less than 24 hours saving her life becomes 
easier, but each hour of delay will significantly reduce 
her chances. 

As the shuttle approaches the source of the sig- 
nal, the characters will be able to learn more about 
their situation. From a few hours away: 


Automatic — The signal comes from something orbit- 
ing the second planet. Presumably the planet 
Oberon as it appears partially terraformed. 


Easy- Oberon has sub-arctic temperatures and an 
atmosphere thick with nitrogen and oxygen. 


Moderate — It may be possible to survive on the plan- 
et's surface for a short while without apparatus 
but the mix of gases will be fatal within hours. 


As they reach about an hour's travel away more 
can be discovered. 


Automatic — The signal's source is a ship in orbit. 


Easy— The ship's size and configuration matches the 
TSN Leopold 


Moderate — The ship is in a low orbit, which would 
require operational orbital thrusters to maintain. 


On arrival the players can inspect the Leopold 
more closely. Placing the shuttle in orbit a kilometre 
from the Leopold is a simple task for any trained pi- 
lot. From this position the scanners (and looking out 
of the shuttle windows) can reveal more information. 


Automatic — The shuttle bay doors (deck 6) are open. 


Easy— The outer hull looks intact and the deterioration 
of the ship's paintwork on the sunward side of the 
ship suggests it has been orbit a long time. 


Easy— The ship appears to be running on emergency 
power with the Quantum Flux drive and the in- 
system drives offline. 


Easy- It is impossible to determine if there are any life 
signs or life forms on board due to interference. 


Moderate — The signal blocking the scanners is com- 
ing from the planet but appears to be a natural 
phenomenon. 


Moderate — There is a strange rust-coloured encrusta- 
tion on the outside of the hull around where deck 
one, Command & Control is located. 


Flying the shuttle within a few meters of the 
TSN Leopold requires a piloting roll (resistance 
10) but some details are only noticeable on close 
inspection. A complete inspection this close will 
take about an hour, using up valuable time and life 
support. 


Easy— Scans of the encrustation around C&C show it 
to be biological in nature. 


Easy— The ship's weapons have been replaced with 
what would have been top-of-the-range scientific 
scanning devices twenty years ago. All are la- 
belled with the Wuland-Yelani corporation symbol. 


Moderate — The external airlocks all look to be intact 
but are welded shut from the outside. 


Moderate — The doors to the Corvette's hangar bay 
(deck 10) are closed and a small status light 
shows they are operational but locked. 


The ship's shuttle bay with its open doors will 
be of particular interest. 


Easy— The shuttle bay (deck 6) does not have a 
shuttle in it but there is a fair amount of debris 
floating around the bay. 


Moderate — The interior of the shuttle bay looks as 
though there has been an explosion. 


Hard — The structure of the shuttle bay has only 
taken superficial damage though the equipment 
in the bay has been destroyed. 


Once players have finished any external investi- 
gation the characters have no option but to attempt 
to board the ship through the damaged Shuttle Bay 
on Deck 6. 


EXPLORING THE LEOPOLD 

The TSN Leopold is a large ship with 11 decks, 
and exploring every inch of it would take days. The 
players will need to focus on the key areas and fea- 
tures of each deck as detailed below. The characters 
can move between decks through a maze of corridors 
and stairwells which enable them to travel directly 
between two non-adjacent decks without visiting 
the intervening locations. This gives the players total 
freedom as to the order in which they tackle the decks. 
It takes a scene to travel between any two locations. 


DOCTOR KLEINLER, A.l. 


The characters face two related threats while ex- 
ploring the Leopold. The first is the aliens who have 
infested much of the ship. The second is the insane 
genius which is the A.I. based on Dr Adolf Kleinler's 
personality. At the start of the adventure the A.l.'s 
abilities are limited as he is trapped in the small 
section of computer bank he could keep running 
when the A.I.M. was shut down. 

As long as the Kleinler A.I. believes the char- 
acters are planning to restart the ship, undoing the 
Chief Engineer Heinlein's excellent sabotage, he will 
do little to interfere with their plans. In fact he will 
help them by keeping many of the aliens trapped in 
their own areas. The Kleinler A.I. will go on the of- 
fensive once the characters have made the ship fully 
operational by: 


4 Restarting the Quantum Flux Drive on deck 5 
4 Reconnecting the plasma conduits on deck 9 
4 Restarting the A.I.M. on deck 3 


Alternatively if the characters either attempt 
to leave the ship, destroy it, kill all the aliens or 
wipe the Kleinler A.I. he will attack. Kleiner A.I. can 
hinder the team's ability to access vital computer 
systems, funnelling aliens (particularly the Hive 
Lord) towards them and make direct attacks using 
the ship. 

Once on the offensive, any attempts to access 
the computers or their data gains a 2d6+0 bonus to 
the resistance. Even simple tasks such as opening 
doors becomes more difficult as control panels mys- 
teriously turn off or display error messages. Assy] 
is constantly fighting Kleinler's hacking and this is 
already factored in to the resistance. 


DELETING KLEINLER 


The only way to destroy the Kleinler A.I. is to 

delete him from the core. This requires some form 

of computer hacking by the characters which will be 
resisted. In essence, hacking turns into combat with 
each party taking turns to attack, recouping potential 
and then resisting the other side's attack. Successful 
attacks on the A.l. cost him Life advantages as parts 
of his systems are disabled. Damage to characters 
from the A.I. is physical as jolts of electricity surge 
through consoles or down neural jacks. 


Destroying the Core 

A physical attack on the A.I.M. (Deck 3) can 
destroy Kleinler. It will also wipe Assyl from the core, 
as well as vital programs needed to control the ship, 
causing the Leopold to start an unstoppable fall into 
the planet's atmosphere. 


KLEINLER ATTACKS 


The A.l.'s most direct attack is via electrocution. 
Anyone working on a console or other piece of electri- 
cal equipment can be attacked by a 2d6+2 power 
surge. The target can defend against it by hacking 
(preventing it from happening) or jumping clear. The 
power surge will destroy the console. 

Alternatively the A.I. will attempt to split the 
team and trap characters in locations with the aliens 
by shutting bulkhead doors. Once they are trapped 
Kleinler will sound alarms, attracting the attention of 
any aliens in the vicinity. Game Leaders can ad-lib 
these encounters in any locations (including areas 
the players think are clear) using Alien, Larva or Al- 
ien, Raptor Young mooks and an adult Alien, Raptor. 


Airlock Incident 

Space is dangerous and that danger is never far 
away. As the characters move down a corridor they 
discover exactly how close it is as the Kleinler A.I. 
overrides safety systems and opens a nearby airlock. 


Read Aloud 


A sudden thud from a nearby airlock 
opening is instantly followed by the 
scream of air exiting the ship and sirens 
warning of depressurisation. The airlock's 
inner door stands open and the outer 
door is slightly open, letting some air 
into space. The only things stopping the 
airlock opening completely are a few 
points where it has been welded shut. 
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Air is escaping from the ship but it is not serious 
enough to be a threat. However the pressure difference 
between inside and outside is placing a great deal of 
strain on the welding which will shortly fail and an ex- 
plosive decompression will follow. The bulkhead doors 
protecting the rest of the ship have not yet shut. 

The Kleinler's A.I. has chosen his point of attack 
well. Ask the players to indicate the order they were 
moving through the ship's 10' wide corridors. The 
nearest bulkhead door is 60' (12 squares) behind the 
last member of the team while the air lock is only 10' 
(2 squares) from the front member of the team. 

Now switch into combat rounds. Unless the play- 
ers can come up with a good reason why they were 
expecting this the characters are likely to be at a pas- 
sive or busy state of readiness. Allow each character to 
take a turn, but after the last character acts the airlock 
door gives way and is lost into space. This has several 
consequences. Firstly, each character is attacked by 
2d6+3 of sucking depressurisation. Failure does no 
damage but moves the character one square towards 
the airlock plus one square per every additional four 
points of success. Secondly the bulkhead doors slams 
shut. Anyone in the same squares as the doors is at- 
tacked by 3d6+3 of slamming, crushing door. Finally, 
all characters on the wrong side of the door who are 
not wearing pressure suits with the helmet sealed gain 
the Asphyxiation status effect at CP 10. The depres- 
surisation continues at 2d6+3 in the second round but 
reduces to 1d6+3 in the third and final round. 

Character attempts to shut either the inner airlock 
door or open the bulkhead doors are resisted by the 
Kleinler A.l. making their resistance 5d6+0. Opening 
the bulkhead door will cause further depressurisation 
with an additional two rounds of 2d6+3 attacks. Char- 
acters sucked out of the airlock are lost into space un- 
less they have functioning vacuum suits and the rest 
of the team swiftly use the shuttle to recover them. 


Gravity Failure 
In a routine corridor, anywhere on the ship, the 
Kleinler A.I. will try to kill the team using the aliens. 


Read Aloud 


As you walk down the corridor the power 
cuts out. Emergency lights come on 
with a feeble yellow glow. Struggling to 
maintain balance, you realise the gravity 
field has failed. Now comes the all-too- 
familiar sound of aliens from behind. 


There are two 1d6+1 Alien, Larvae mooks per 
character plus one 1d6+6 Alien Rapter Young mook 


per character. The alien screech warns the players 
and all combatants start at a full state of readi- 
ness. Combat starts with the aliens only 30 feet (6 
squares) behind the last character. 

Combat in zero-g is no different from normal 
combat except for Newton's third law: Every Action 
has an Equal and Opposite Reaction. Recoil-based 
weapons such as the Pulse Rifle or the Hull Rivet 
Gun automatically move the attacker one square back 
for each round fired. With melee combat, a success- 
ful attack moves the defender back one square but 
a failed attack moves the attacker back one square. 
Any character unable to move because of a wall is at- 
tacked by a secondary 1d6+0 impact. Characters and 
aliens can end up in the same square; see Proximity 
Resistance Actions in the 6d6 Core for more details. 


THE HIVE LORD 


This encounter occurs any time after the players 
have encountered some aliens. It does not matter 
exactly when, but the purpose of the encounter is 
to introduce the Hive Lord and raise tension. Once 
introduced, the Game Leader can use the Hive Lord 
as a bogey man - never actually attacking, just keep- 
ing the players on their toes. Actual combat with the 
creature should not happen until late in the game. 


Read Aloud 


Moving down a long corridor the sound of 
claws on metal alerts you to something 
moving quickly. Behind you there is 

an alien nearly ten feet tall, taking up 
the entire width of the corridor. Thick 
carapace plates cover every limb and four 
arms with long-clawed fingers gouge deep 
groves into the walls. The most terrifying 
aspect is its face. Staring down at you 
with almost human eyes is the head of a 
giant snake. 


Between you and the alien is a set of 
bulkhead doors. Closing them will buy 
you some time at least. 


Closing the doors is simply a matter of hitting 
the emergency close button which the characters can 
easily do before the Hive Lord reaches them. The 
alien will then bang against the door and start ripping 
up the corridor in an attempt to get to the charac- 
ters. The players should be left with the impression 
that the Hive Lord might be able to reach them given 
enough time and they really should not hang around. 


DECK 1 - 





COMMAND & CONTROL 


The Command & Control deck consists of the 
main bridge and a network of corridors and unimpor- 
tant offices. 


SHOCKING DEVELOPMENT 


As the characters approach the bridge they will 
hear the sharp 'cracks' of electrical sparks and a 
smell of ozone. A short stretch of corridor ends with 
a door clearly marked Command & Control. Heinlein 
set this trap to imprison or kill the aliens who in- 
fested the bridge by short-circuiting the high-voltage 
cables in the ceiling. Every few seconds an electrical 
spark discharges harmlessly to the floor but anyone or 
anything entering the area will trigger a spark and a 
6d6+0 electrical attack. 


Automatic — The door to C&C has been ripped open, 
the metal bent and twisted. Black, burnt patches 
cover the floor. 


Easy— The sparks are coming from a spot on the ceil- 
ing where the ceiling tiles have been removed. 


Moderate- High voltage cables run through out the 
ship but each deck has its own junction box con- 
trolling power locally. 


Locating the junction box on this deck is a mod- 
erate action and will take a few minutes. As part of 
this search, the characters will find a body. 


Automatic — A body, or what is left of a body, lies 
scattered over the corridor. Dried blood stains 
the floor. 


Easy— Scraps of uniform identify the corpse as Ensign 
Diana Millard. 


Moderate- Death was recent, no more than 48 hours 
ago but no more recent than six hours ago. 


Moderate- There is little flesh left and the bones have 
been cracked open and the marrow extracted. 


The corpse is not far from the junction box. 
Disabling the power in the corridor simply requires 
the flick of a switch (this also kills most of the lights 
in the bridge). 


Easy— The short-circuit is clearly deliberate. 


Moderate- There are several ways this could be done 
but the the method used was elegant and simple. 


Hard— The method of short-circuiting and the ease 
with which it was disabled suggests whoever set it 
up wanted to be able to safely and easily disarm 
the trap. 


With the power safely off the characters can ap- 
proach the door. 


Easy— The door has been ripped open from the outside, 
something which must have taken great strength. 


Moderate- Deep gouges in the metal in a claw-like 
pattern. 


Hard— The door frame and nearby walls have dents 
and scrapes as if something very large has tried to 
squeeze through the door. 


THE BRIDGE 


The bridge contains important clues, equipment 
and aliens. 


Read Aloud 


The bridge is dark and in a mess. Only 
emergency lights are operating and most 
of those are covered by the rust-brown 
dust, giving the room a strange sepia 
tone. The far end of the room is covered 
in a strange rust-brown growth pulsing 
with a regular rhythm. Three skeletal 
bodies lie on the edge of the growth, one 
more is half-way within the growth. 


The strange growth is an alien fungus and the 
keycard and laser pistol are half buried in it. The 
growth is not dangerous but the players do not know 
this, presenting Game Leaders with an opportunity to 
encourage paranoia and elaborate plans for extracting 
the equipment. 


Easy— 1 x Command Override keycard. Extracting this 
triggers the alien's attack. 


Easy— 1 x Sparrow Laser Pistol 


Moderate- The pulsating alien gunk seems to be a liv- 
ing form of the rust-brown dust found elsewhere. 


Moderate- The bones of the skeletons have small 
teethmarks on them. 


As well as the physical evidence, the characters 
can attempt to retrieve information from the ship's 
log. This is an automatic system which records activ- 
ity on the ship supplemented by occasional com- 
ments from the captain and senior crew members. 
There is a lot of data here and it takes time and skill 
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to understand what actually happened. Characters 
can investigate particular events or attempt to answer 
specific questions, but piecing together the full story 
would require days of work. 


Easy— The ship arrived at Oberon 21 years ago, 
entered orbit and started sending teams to the 
planet's surface. The first sign of trouble appears 
to be a quarantine breach on Deck 11, five days 
after arrival. 


Moderate- Six days after arrival three crew men were 
logged as deceased and their bodies jettisoned 
into space. Shortly afterwards the ship attempted 
to engage its in-system drives but they shut down 
due to a malfunction. There are no annotations to 
the log by the crew after the sixth day. 


Hard- Between the sixth day and the switch to emer- 
gency power many of the ship's computer systems 
were rebooting at random intervals and generally 
acting erratically. 


21 Years of Emergency Power 


Easy— Ship systems switched to emergency power 
nine days after arrival. About a month after the 
switch to emergency power nearly all life support 
systems were shut down and then, for the last 
21 years, minor orbit adjustments have been the 
only activity. 


Moderate- After the switch to emergency power, decks 
two and three were drawing more power than the 
other decks. 24 hours before the life support was 
shut down, additional but low levels of CO? were 
introduced into the air supply. 





Hard- Some of the computer banks for the A.I. sys- 
tems on deck 3 were still drawing power after 
they should have shut down. Emergency protocols 
also directed additional power to life support on 
deck 2 because life signs were detected in the 
hydroponics area. 


Hard— Around 10 years ago the software controlling 
the ship's automatic locator beacon was updated. 


The Last 24 Hours 


Easy— Approximately 24 hours ago, about the time the 
Oculas broke up, all life support systems restarted. 


Combat 


Hiding behind consoles and under the deck are 
several 1d6+2 Alien, Larva mooks who will appear 
when the characters retrieve the keycard. Allow two 
mooks plus one per character. After announcing 
"Something Is About To Happen" all characters gain 
a prompted awareness against the aliens' attempt 
at stealth (1d6+2). Characters who fail to spot the 
aliens start combat at a lower rate of readiness. 











DECK 2 - 





HYDROPONICS & MEDICAL 


The medical centre is vital for saving the 
life of Haley Nielsen and is a useful resource for 
patching up injured characters. 


Read Aloud 


Almost the entire deck is assigned to a 
large hydroponics 


room. Visible through windows are 

living plants; clearly some life support 
was running in this area over the last 
twenty years. The plants are thriving and 
have overgrown their beds leaving the 
room looking like a jungle. A small sign 
indicates the medical centre is on the far 
side of this unexpected garden. 


Automatic — As the door to hydroponics opens, there 
is a hiss of pressure equalisation indicating 
the area beyond the door has been isolated for 
some time. 


Easy — The air in hydroponics smells a lot fresher 
than the rest of the ship. 


Moderate — Patches of rust-brown dust can be seen 
on some of the walls. 


Hard — A box for transporting cats sits out-of-place 
in one corner (1 x Jamesy's Carry Case). 


Hydroponics is the home to Jamesy the Cat, 
the last survivor of the original crew. He is old, 
grey and a little thin but he is still a ship's cat; 
friendly to anyone with treats, a vicious ball of fur 
and claws to everyone and everything else. When 
the ship was active the hydroponics area provided 
fresh food but almost more importantly was an 
oasis of life for crews on long deep space voyages. 
Jamesy was part of this psychological aspect of 
the hydroponics area and had his own automated 
feeding station. Free from diseases and danger, 
Jamesy has lived happily on his own for the last 
20 years. 

Of course, the players don't know this and 
it is a great opportunity to play up the tension 
as they notice something moving around in the 
undergrowth. 


MEDICAL BAY 


The doors to the medical bay are sealed with 
an indicator light warning the area is under quaran- 
tine. A small window allows the characters to see 
into the room. 


Read Aloud 


Medical contains four beds for patients, 
two of which seem to be occupied by 
bodies with sheets pulled over them. There 
is a ventilation shaft in the corner, its 
access hatch lying on the ground. Medical 
paperwork is scattered over a desk. 


The sealed doors can be opened with a Moder- 
ate action. Regardless of how they are opened, as 
soon as the door to medical is opened a quarantine 
breach alarm will sound and the doors from hydro- 
ponics to the rest of the ship will seal. These can 
only be opened with a Hard action. 


Automatic — The air is stale and not like the hydropon- 
ics area. 


Easy— The ventilation shaft is dark and narrow but 
large enough for a person to move through. 


Moderate — The outline of the sheet covering one of 
the bodies looks odd. 


The paperwork has useful clues to the fate of 
some of the crew. 


Easy— The paperwork covers two patients. The major- 
ity is an autopsy for one Doctor Adolf Kleinler 
with no cause of death established. The other 
notes is a simple admission note for a young 
marine who was, according to the scribbled note 
"Spat on by a big-assed alien." The marine died 
a few minutes after admission. 


Moderate — Kleinler's autopsy shows signs of attack 
by a small animal, three bites on the arm. 


Moderate — According to the medical notes Kleinler 
was found dead in his cabin, attached to the 
ship's computers via a neural jack. 


Hard — There were signs of some kind of viral infec- 
tion on Kleinler's body. 


The medical centre is fully equipped but the 
most immediately useful items are: 


Easy- 1 x Medical Kit 


Moderate — 1 x Surgical Laser 


Quantum Flux 





Combat 

On one bed is the corpse of 
Kleinler, on the other is an Al- 
ien, Hybrid, the mortal remains 
of one of the crewmen who was 
infected with an alien virus. 

To the ship's medic the human 
appeared to have died, but in 
reality this was just a stage in 
the mutation. Put in hiberna- 
tion like the rest of the aliens 
the creature kept mutating and 
what lies under the sheet is now 
barely human. 

The creature will spring to 
life at a suitably dramatic mo- 
ment, usually when someone 
pulls back the sheet or while the 
characters talk among themselves about escape 
routes. It starts 'En Garde,' fully ready for combat 
regardless of the situation. 





Medical Facilities 

The facility 
can be used to 
treat characters’ 
injuries and 
the unfortunate 
Haley Nielsen. 
The medical 
centre counts as 
mundane equipment (worth 1d6+0) but is free and 
does not require potential to use. 

Haley Nielsen is seriously injured and near 
death. She requires extensive and time-consuming 
surgery before she can recover any life advantages 
but the medical facilities here mean she can be 
stabilised for another 48 hours. The resistance for 
this is 4d6+0 but reduced to 3d6+0 if treatment 
is commenced within 24 hours of the accident. For 
every hour beyond 24 hours, an additional 1d6+0 is 
added to the resistance. 


Medical Centre 
Dice, Free, Time (Scene) 


A small but well-equipped medical 
centre. Reroll ones on the dice. 


Exit 

The ventilation shaft was used by Heinlein and 
Assyl when the Kleinler A.I. activated the quaran- 
tine system in an attempt to trap them in the room 
with the hybrid. The shaft is tight and not the sort of 
place a character wants to meet an alien. However, 
it is perfectly safe and the characters can go up or 
down one deck safely. 





The Artificial Intelligence Mainframe (A.I.M.) 
is where the computer core for the Leopold is 
located. A security desk is positioned outside the 
main chamber. 


Read Aloud 


Arriving at the security desk leading into 
the A.I.M., it is obvious something has 
happened here. Smears of dried blood 
paint the walls and an old, desiccated 
body lies next to the desk with its head 
missing. The main door to the A.I.M. is 
closed but a thick window reveals a large 
dimly-lit chamber beyond. 


Easy- 1 x N52B Pulse Rifle with 13 rounds of ammo. 


Easy— The corpse is of a marine; cause of death was 
probably having her head ripped off. 


Moderate- The corpse is mummified suggesting the 
ship's atmosphere for the last 20 years was very 
cold and dry, far below normal life support levels 
and also below its current levels. 


The doors to A.I.M. are locked. 


Easy— The security desk controls the doors to the main 
chamber, but the console shows an error prevent- 
ing the doors being opened. 


Moderate- The error is due to corruption in the software. 


Hard— The software has been overridden by a message 
saying "DANGER: DO NOT OPEN." 


The doors can be opened with a Moderate action. 


COMPUTER CORE 


The characters will need to restart the A.l. sys- 
tems to gain control of the ship and discover what 
has happened to the crew. 


Read Aloud 


Even in the dim red glow of the 
emergency lights it is clear that the core 
is a large room extending 20' above 

and 30' below door level. There is no 
floor to most of this room at this level, 
just a walkway around the outsides with 
consoles in each corner. In the centre 
of the room, on the same level as the 


walkway, is a cubicle with a door marked 
Assyl but with no access to it. Barely visible 
below, most of the lower space is taken up 
by the large banks of computing needed to 
fly a ship at faster-than-light speeds. Above 
are the massive cooling systems needed for 
this much processing power. 


Easy— The lack of floor is a security system designed 
to stop access to the vulnerable avatar when the 
computers are offline. 


Moderate- Activating the four corner consoles will raise 
the floor and start the reboot of the ship's A.I. 


Hard- The emergency lighting has a brownish hue to it 
rather than the normal red. 


Activating the consoles is easy and they can be 
done one at a time. 


Aliens Attack 

The activation of the core will awaken the aliens 
who liked this cool, dark chamber. Six 1d6+0 Alien, 
Larva mooks per character are hiding on the ceiling. 


Read Aloud 


The consoles come online and the main 
lights turn on. Power is restored to the 
room and within seconds the floor begins 
to extend, piece by piece, forming a solid 
surface and allowing access to the core. 
As the floor sections snap into place you 
notice that the light has a distinct brown 
tint caused by an organic, pulsating 
growth covering the lights and cooling 
equipment on the ceiling. As you watch, 
something starts to crawl out of the 
growth. 


By the time the characters have noticed the 
aliens and the aliens have fully woken up, everyone is 
at full readiness for combat. 

For the first three rounds of combat two aliens 
will drop from the ceiling next to each character. This 
does not count as the mook's action and they will 
immediately attack. Characters may try to shoot the 
aliens on the ceiling but they gain 2d6+0 bonuses 
for cover from the equipment and growth plus any 
situation bonuses for range. Game Leaders may also 
point out that destroying the cooling equipment on 
the computer system they just started might not be a 
smart idea. 


ASSYL THE AVATAR 


The startup sequence for the core will take a 
scene. 


Read Aloud 


With the chamber fully active, the core 
automatically opens its doors and inside 
you see a female figure. She is plugged 
into the core itself by a dozen cables 
attached to her body. There is a burn 
mark on her head near her left eye. 


Assyl is a full artificial intelligence system with 
a personality. She speaks in a clear, friendly voice 
which has a slight electronic timbre to it. As she 
activates and looks around at the characters there 
is a confused look on her face. If the team have not 
reconnected the main power on deck 5 she will then 
look panicked. 


No Power 

Activating the core without starting up the Quan- 
tum Flux drive on deck 5 will place too great a drain 
on the ship's emergency power. The Leopold's orbital 
thrusters have cut off and in approximately one hour 
the Leopold will burn up in the atmosphere. Assyl 
will immediately inform them of the key facts. As her 
existence is just as much in jeopardy as the charac- 
ters, she will be completely honest with them. 


4 Simply turning off the computer core will not 
work as complete shutdown takes two hours. 

4 Power can only be restored manually on deck 
5. This will be sufficient to stabilise the ship's 
orbit if done within the next sixty minutes. 

4 The corvette could be used to escape the ship 
as Chief Heinlein was planning. It is fully opera- 
tional but will require a Command Override card 
to open its airlock. 

4 Assyl knows Heinlein did something to the 
external hangar doors and the bulkhead doors be- 
tween the ship and the corvette hangar. She does 
not know what he did but Heinlein did take some 
of the explosives from the cargo hold. 


Quizzing Assyl 

The players can ask Assyl questions about what 
happened to the ship and the original crew. She will 
be honest but not entirely trusting until she under- 
stands who the characters are and what they are 
doing on the ship. 
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4 The ship mission proceeded as planned until 
five days after arrival when a breakout of an un- 
known life form occurred from the Science Labs. 
4 At first the problem seemed under control but 
then the hostile A.I. started interfering with the 
ship's system. Within hours aliens had infested 
the whole ship. 

4 The entire crew apart from Chief Engineer 
Conrad Heinlein was killed within 24 hours of the 
initial incident. 

4 Chief Engineer Heinlein prepared the corvette 
as an escape vessel and successfully placed the 
ship on emergency power to prevent the hostile 
A.I. from jumping the Leopold away, but he was 
killed before he could escape. 

4 Assyl herself was injured and her memories 
are confused and possibly damaged. She has al- 
most no memories after the initial alien escaped 
from Kleinler's lab and cannot remember how 
she got the burn mark. 


On the last 21 years she has little information 
other than what she can glean from ship's log. 


4 The ship has been inactive since the power 
went off and the core was shut down. 

4 The hostile A.l. has control or partial control 
of some systems and Assyl cannot establish what 
they have been doing for the last 21 years. These 
systems include communications, sensors and 
life support. 

4 Aliens were on board but they appeared dor- 
mant until recently. 

4 Around 24 hours ago, life support systems 
were returned to normal. 

4 A few hours ago crew member Ensign Di- 
ana Millard awoke from cryostasis. She was in 
stasis due to a medical issue that was beyond 
the ship's ability to treat but her current loca- 
tion is unknown. 


Assyl can also give the characters an overview of 
the current state of the ship (this may depend on the 
team's actions so far). 


4 The in-system drives are offline. Without 
these the ship cannot escape the gravity well 

of the planet and therefore cannot engage the 
Quantum Flux Drive. To restore the in-system 
drives the plasma conduits on Main Engineering 
(deck 9) need to be opened. 

4 The ship is widely infested with aliens, most 
small but some are larger and one massive crea- 
ture is present. 


4 An 
unknown 
hostile A.I. 
attempted 
to take 
over the 
ship and 
has some 
link to 
the alien 
threat. 


If the 
players think 
to ask, Assyl 
knows that 
four members 
of the crew 
had Command 
Override cards. 
Due to the actions of the hostile A.I. she is unable to 
give their precise locations when the aliens attacked, 
only the last place they accessed Assyl's systems. 





4 Captain James Shepard, last contact in Medical. 
4 First Officer Commander Jane Burkestrom, 
last contact in Security. 

4 Chief Engineer Conrad Heinlein, last contact 
in Main Engineering. 

4 Chief Medical Officer Becca Mayweather, last 
contact in Crew Quarters. 


Assyl The Guide 
Once characters have a plan of action Assyl will 
speak. 


Read Aloud 


| can help you navigate through the ship 
safely but in exchange for that help | 
want you to take me with you. | might 

not be flesh and bone but | still wish to 
survive. Please help me, either to take 
control of the Leopold or to escape on the 
Corvette. 


Assyl knows the layout of the ship and can help 
players get from one deck to another through safer 
routes. She can also inform players what was on the 
deck twenty-one years ago and advise on how to pro- 
ceed if asked, but cannot be used in combat as she 
lacks suitable programming. 


Searching the Databanks 

With the computer systems back online, charac- 
ters can start investigating the databanks. Apart from 
the information provided by Assyl or included in the 
ship's log (see Deck 1 - Command & Control) they 
can learn little as the ship's systems are a proverbial 
warzone. 


Easy— Massive changes have been made to the 
systems with software deleted or replaced and 
data storage corrupted. The Assyl A.l. is trying 
to restore functionality but something is actively 
fighting her. 


Easy— Some access to the systems is not via hacking 
but by using undocumented but legitimate com- 
mand overrides. 


\oderate— There is no external access to the ship's 
computers so whatever is doing this came from 
inside the computer system. 


Hard— Around the time of the initial attack on the 
computer system, there was some very intensive 
data uploading and processing taking place in Dr 
Kleinler's cabin. 


CONSEQUENCES 


The Kleinler A.I. needs the characters to re- 
start the computer core (now complete), reactivate the 
Quantum Flux drive on deck 5 and restore the plasma 
conduits on deck 9 (vital unless the characters plan to 
abandon ship). If these are complete the characters are 
now superfluous to the A.l.'s need and he will attempt to 
kill them, either directly (see the Airlock Incident) or via 
helping the aliens (see the Gravity of the Situation). 





DECK 3B - 





SECURITY 


Deck 3b is the home of the small detachment 
of marines assigned to the Leopold and is not shown 
on the user-friendly maps dotted around the ship. 
At some point as they move around ship the team 
notices this corridor due to the blackened walls and 
door at the far end (Game Leader's discretion). 


Read Aloud 


The corridor leads to three rooms. The 
open door on the left is marked Security, 
the door on the right is closed and labelled 
Brig. At the end of the corridor the third 
door is blackened, burnt and standing half 
open. Through the gap black shapes can 
be seen lying on the ground. 


The brig is just an empty cell capable of holding 
two people. The barracks / security office has more 
information. 


Automatic — A clean, organised room with bunk beds 
for four people, a desk at the far end and an 
empty weapons rack. 


Moderate- 1 x N52B Plasma Pulse Rifle with 7 rounds 
of ammo under one of the bunks. 


Security Desk 


Easy- A vid-camera and display has been rigged so 
anyone at the desk can see up the corridor to- 
wards the rest of the ship. The video is record- 
ed and the whole system looks semi-permanent 
and independent of the ship's systems. The 
video system runs on the ship's main power 
and is inoperable until power is restored on 
deck 5. 


Moderate — The last images and sound (other than 
empty corridor) recorded show someone with 
first officer lapel pins, four civilians and two 
marines in full combat gear retreating down the 
corridor and firing at unseen targets. The group 
moves out of sight, presumably to the room at 
the end of the corridor. Seconds later sev- 
eral large aliens and numerous smaller aliens 
charge down the corridor. Gunfire, the screech 
of aliens and human screams are heard, fol- 
lowed by an explosion. Shortly afterwards a 
few aliens stagger back along the corridor and 
towards the rest of the ship. 
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Hard — The camera shows little of interest prior to 
the last stand other than the marines coming 
and going with increasing urgency and weap- 
onry., except at one point when the ship's First 
Office and a marine sergeant are talking as they 
walk past. The First Office is saying "If Kleinler 
wasn't already dead, the Captain would kill the 
bastard himself. He thinks Kleinler has some 
form of secret orders from Wuland-Yelani." 


In the end room, human bones and alien 
carapaces scatter the floor. The door frame is bent 
from an explosion and the walls are covered in 
soot and ashes. 


Easy— There are about six sets of human remains 
along with some badly-damaged equipment. 


Moderate- 1 x Command Override Keycard 


Hard— One name tag is readable on the bodies, that of 
Commander Burkestrom, J. 


DECK 4 - 


CREW QUARTERS 


The Crew Quarters deck is two corridors extend- 
ing from a mess hall. 





Read Aloud 


This area is damaged and several doors 
have been torn off and incorporated 
into makeshift barricades blocking 

the corridor. There are tears in the 
deck plating and walls and behind the 
barricade there are several skeletons 
which are torn apart, their bones 
scattered and intermixed. 


Easy- The Command Override keycard of Chief 
Medical Officer Becca Mayweather. 


Moderate- The door to one of the crew's quarters is 
welded shut. 


Crew Rooms 

Most of the rooms contain a bunk bed, desk and 
footlockers. A few personal effects remain, such as 
holodisplays and faded paintings. The items seem to 
be more civilian in nature than military. 


DR KLEINLER'S QUARTERS 

A name plate identifies the room as that of Doc- 
tor Adolf Kleinler, Chief Science Officer, but other- 
wise the door is nondescript. It is locked but it is a 
Low security door. 


Read Aloud 


Inside on the far wall you see various 

test tubes and jars containing strange 
biological masses. Dozens upon dozens of 
research papers are strewn over the bed 
and desk. 


Easy— 1 x Medical Kit 
Moderate- 1 x Surgical Laser 


Moderate- Dr Kleiner's own notes on the examination 
of an alien creature. Roughly humanoid in size 
with an underdeveloped carapace, large claw arms 
and powerful muscles, the creature also possess- 
es signs of a near-human mind. The document 
theorises that it is not an animal but some kind 
of mutation caused by a virus or plague. It could 
be passed on to other humans without proper 
containment. 


Hard- A scientific paper by Dr Fukushima of the 
Wuland-Yelani Corporation on Earth about the 
theoretical possibility of creating an artificial intel- 
ligence by uploading a human brain into a com- 
puter core. The process would kill the participant 
as the mind is transferred but it would then exist 
as its own program within the computer. It would 
be far more complex than a standard A.l. Notes 
indicate that Kleinler had already made plans to 
test this theory. 


CHIEF ENGINEER HEINLEIN 

The quarters belonging to Chief Engineer Conrad 
Heinlein are welded shut. Opening the door requires 
cutting equipment or brute force in an extended ac- 
tion. The target score is 20 and the resistance is 10. 


Read Aloud 


Inside is a spacious room with a viewport 
looking down to the planet. The bed has 
several pieces of clothing on it, some of 
which are covered in dried blood. The 
desk has various components that seem 
to have been constructed in a rush or 


removed from other tools and devices. 
Over all, the room more resembles a 
workshop than a living room. 


Easy— 1 x Portable Deck 
Moderate- 1 x Modified Plasma Cutter 


Hard— Plans and components for a second Modified 
Plasma Cutter 


The modifications to the plasma cutters are a 
rushed but workable design to turn a plasma cutter 
into a short range pistol which can still do its original 
job. Preparing the second cutter takes a scene and 
requires an action beating a resistance of 15. 


DECK 5 - 


POWER CONTROL 


Power Control contains the heart of the starship, 
the Quantum Flux Drive. Most of this deck is filled 
with power conduits, coolant lines and other necessi- 
ties for containing the power of a black hole. 





Read Aloud 


A Quantum Flux drive is a strange sight at 
the best of times - the essence of a black 
hole trapped in a gyroscope of plasma, 
with enough energy to destroy a star. In 
the cold, dark, silent power room of an 
abandoned ship far from home, the sight 
is deeply unsettling. Only after a few 
moments staring at the perplexing sight do 
you notice a body near the control console 
at the far end of the room. 


Automatic — 1 x Plasma Cutter 


Easy— The body is badly burned along the arms, torso, 
legs and feet and a name tag on its uniform reads 
Chief Engineer Conrad Heinlein. 


Easy- 1 x M.E.M. Kit 


Moderate- The unburnt flesh is mummified. 


Console 
Easy — Parts of the console have melted but is still usable. 


Moderate— 1 x Command Override inserted in the 
console. 


Hard- The floor has a halo of black burn marks roughly 
in the shape of a pair of feet. 


Powering Up 

Powering up the Quantum Flux drive requires a 
12 step program using the console. It is a technical 
process needing an Extended Action with a target 
score of 30 and a resistance of 5. Each action takes 
about a scene. 


Read Aloud 


The Quantum Flux drive starts to glow, 
power flowing back into the Leopold. 
In a few minutes the ship should be 
operational again. As the lights come 
on, you see a brown hive-like structure 
beneath the drive. A large, vaguely 
humanoid alien, accompanied by many 
smaller creatures, begins climbing out. 


Combat 

A pack of alien raptors have made themselves 
at home in this room. There is a single adult Alien, 
Raptor plus there are two 1d6+1 Alien, Raptor 
Young mooks per team member. Having been asleep 
underneath the drive they are slow to react. The 
adult alien will start the combat at a passive state of 
readiness. Characters will be fully en guarde before 
combat starts. 


Power On 

With the Quantum Flux drive activated the ship's 
orbital thrusters will operate regardless of other 
demands on power, preventing the ship's fall into the 
planet's atmosphere. Completing this task may make 
the characters redundant from Kleinler A.l.'s point of 
view if the A.I.M. (deck 3) and the in-system drives 
(deck 9) are operational. 


DECK 6 - 


THE SHUTTLE BAY 


The shuttle bay is the only way for the characters 
to board the ship and the first deck they will explore. 
It is an opportunity to pick up some equipment and 
gather clues on what lies ahead. 





TOUCHDOWN 


All the automated landing equipment and dock- 
ing clamps in the bay have been wrecked by the 
explosion and some of the debris stills floats around. 
Bringing the shuttle safely into land is difficult 
(resistance 4d6+0). Failure will result in significant 


Quantum Flux 








damage to the shuttle which renders it unusable 
without several hours of repair. 

The floating debris also poses a threat to anyone 
moving around in the shuttle bay. This is a problem 
as the bay doors cannot be closed remotely with the 
Leopold's computer systems offline. Both the shut- 
tle's airlock and the Leopold's airlocks are damaged 
preventing an air-tight docking with the ship, and 
the characters must exit their airlock and walk to the 
Leopold's airlock. Anyone moving around the bay or 
spending time there before gravity is restored will be 
'attacked' by a 2d6+3 piece of debris. (Game Lead- 
ers, this is an opportunity to remind the players about 
the characters' Free Resist advantages). A manual 
control panel can be found inside the bay's airlock. 
From here someone can shut the bay doors, pressur- 
ise it and activate the gravity. 

Investigating the bay will turn up clues and use- 
ful equipment in the debris. 


Easy— Lots of the debris appears to be from a shut- 
tle craft. 


Moderate- The large pieces of debris come from the 
front of a shuttle, suggesting the explosion oc- 
curred in the engines. 

Equipment 

Easy- 1 x Hull Rivet Gun with 3 rivet bolts (ammo). 

Moderate- 1 x Plasma Cutter. 


Hard- 1 x Surgical Laser. 


BEYOND THE AIRLOCK 


Outside the airlock a corridor leads into the ship 
where the characters can gather more clues. A wall 
console is visible a short way down the corridor. In a 
disjointed electronic voice it repeats "Welcome" over 
and over. 


Easy— This deck is pressurised with a breathable 
atmosphere. Judging by the lights, the ship is run- 
ning on emergency power. 


Moderate— The atmosphere has the stale taste of air 
from a ship that has been dormant for some time. 


Hard- The artificial gravity is on and it would be im- 
possible for a spaceship to keep it active for 20 
years just using emergency power. 


Brown Dust 


Easy— A strange layer of brown dust covers the floor of 
the corridor, mainly near the walls. 


Moderate- The brown dust is some form of organic 
matter. 


Moving through the brown dust will stir it up into 
the air and everyone will be contaminated by at least 
some of it. 


THE CONSOLE 


Read Aloud 


Welcome aboard the TSN Leopold, 
Mengala-Class Frigate. You are currently 
at the Shuttle Bay, situated on deck 6 of 
this eleven-deck vessel. This console is 
normally fully interactive for all personnel 
but at this time there is a malfunction 
on the network. Please contact Artificial 
Intelligence Mainframe staff on deck 3 
concerning the re-establishment of this 
connection. We at Wuland-Yelani hope 
that this does cause any inconvenience. 


Next to the console is an outline of the ship, list- 
ing its eleven decks and points of interest. Attempts 
to hack the console will reveal a few more clues. 


Automatic — Most computer systems are offline, con- 
sistent with the ship being on emergency power. 


Easy— This console and most others have been locked 
out of the ship's primary network. 


Moderate— The consoles are locked out because some- 
one has hacked the system. 


DECK 7 - 





CRYOSTASIS 


Deck 7 is a small deck with most of its space 
incorporated into the Shuttle Bay above or the Cargo 
Hold below. All there is on this deck is a single room 
for cryostasis, which has heavy bulkhead doors. Cry- 
ostasis was a common technique on older ships mak- 
ing deep space journeys. The entire crew would sleep 
through the dull weeks of travel to conserve supplies. 
Cryostasis was also used for medical and scientific 
conservation. 


Read Aloud 


The bulkhead doors ahead are closed but 
burnt into them with a plasma cutter, 
apparently in a hurry, is the single word 
"Danger." 


This room was set up as a trap by Heinlein while 
dodging the aliens. He simply rewired the sensors 
in the cryostasis chamber so the biological decon- 
tamination system was linked to a movement sensor 
with a delay, and then left the door open. With the 
help of some fresh meat from the ship's mess he 
accounted for a lot of aliens. The trap is still active 
and about a minute after movement is detected the 
doors seal and the automated steam cleaning of the 
room begins. 


Read Aloud 


The doors to the cryostasis chamber 
open, showing a thin mist on the ice- 
covered floor of the room. On the left 
and right are rows of cryopods stacked 
three high, enough for forty-eight people. 
From the far end there are the flickering 
lights of a console. The mist is thicker at 
that end of the room. 


Automatic — Something crunches underfoot. 


Easy— Hidden by the mist there are parts of aliens lit- 
tering the floor. 


Moderate- Only the hard, chitinous parts of the aliens 
survive. 


Moderate- 47 of the chambers are in pristine condi- 
tion; one has been used. 





Hard- While the air temperature is several degrees 
below freezing, only a thin newly-formed layer of 
ice covers the equipment. 


If the A.I.M. is online, the team can use the con- 
sole to find out the used cryochamber was occupied 
by the unfortunate Ensign Diana Millard. The cham- 
ber was reactivated when the life support system 
came online about 24 hours ago, part of the cryo- 
pods' emergency protocols after such an unplanned, 
extended freezing. The ensign was was lucky and 
avoided the steam by awaking in the room and walk- 
ing straight out before the trap activated. Her luck 
ran out soon afterwards on deck 1. 


Trapped 
At an appropriate point of the Game Leader's 
choosing: 


Read Aloud 


The heavy bulkhead doors slam shut and 
a harsh electronic voice booms out: 


WARNING! Bio-contamination detected. 
Steam purge sequence initiated. 


Characters can avoid being parboiled by cancel- 
ling the purge, rewiring the sensors or breaking down 
the door. These can be attempted by people inside 
and outside the room but communication between 
the two groups may be difficult. 

The purge can be cancelled via the console at 
the end of the room or any other console connected 
to the ship's network. This would normally be trivial 
but the current state of the network and software 
makes this a real challenge. The resistance is 4d6+6. 
There are no consoles on this deck outside the room 
but characters outside could attempt to wire them- 
selves directly into the network using a Portable 
Deck. This has a 3d6+0 resistance and must be done 
before attempting to cancel the purge. 


Quantum Flux 





Anyone examining the sensors and circuitry for 
the purge will notice the simple hack straight away. It 
is an easy task with a resistance of 2d6+0 to disable 
the movement sensor, which cancels the purge. Do- 
ing this from outside the room is much harder. There 
is a resistance of 3d6+3 to spotting the change and 
5d6+0 to fixing it. 

Breaking through the blast doors is not possible 
without Hull Explosives, the use of which will kill 
everyone inside the cryostasis room. However, charac- 
ters can damage or short-circuit the door's wiring and 
make the door open. This has a resistance of 5d6+3 
for anyone inside or outside the room. 

While the charcters are trying to free themselves 
from the trap, the warning message repeats con- 
stantly giving no indication to how long before the 
purge starts. The Game Leader can use their judge- 
ment and start it as required. The steam from the 
purge initially attacks with 1d6+3. It then repeats 
as more steam is pumped into the room increasing 
the attack to 1d6+4, then 1d6+5 and finally 1d6+6 
before stopping. Characters will have time for a single 
action between each round of steam cleaning. 


Cleaning Up 

It may occur to the characters to place Haley 
Nielsen in cryostasis. This is a good idea (once the 
problem of the purge has been solved). Preparing 
someone for freezing requires some simple medical 
procedures (resistance 5) and takes a scene. 


DECK 8 - 


CARGO HOLD 


The general cargo hold occupies most of this 
deck. Within it are the bulk of the supplies a deep 
space research vessel needs for a year-long trip. For 
safety and security reasons some types of cargo, such 
as medical supplies and volatile chemicals, are kept 
in separate sealed areas elsewhere on the ship. In 
the general hold are miscellaneous equipment, inert 
chemicals, spare parts and bulk food items. Addition- 
ally there are four areas where the crew store larger 
items of personal equipment. 

The cargo hold is large and contains lots of 
stores. Finding anything quickly will require the char- 
acters to spread out and search through the maze 
of crates. If the team have the ship's power on, the 
computer network running and sufficient time, they 





can browse the manifest and greatly speed up finding 
equipment. 


Read Aloud 


The general hold of this ship is fairly 
large, perhaps forty feet across, and is 
packed with a large variety of containers. 
Pathways lead through the maze of crates 
and signs point to four crew storage 
areas. There is evidence that the cargo 
has been ransacked. Some crates are 
open, their contents scattered on the 
ground. 


As well as finding useful equipment the charac- 
ters may notice indications that they are not alone in 
the hold. The Game Leader should give out the clues 
and equipment one by one depending on the search 
results and the situation. Use the clues to build ten- 
sion and the equipment to keep the party searching. 


Easy— 1 x Portable Deck 
Moderate- Hull Explosives 
Hard- The B.F.G. 


Signs & Portents 
Easy— A small puddle of viscous goo. 
Moderate- Scratch marks made by large claws. 


Hard- Dry skin shed from a large alien. 


Combat 

The cargo hold has become home to a pack of 
Alien, Raptors. There is one adult plus two 1d6+4 
Alien, Raptor Young mooks per character. At some 
point during the characters' search of the hold the 
aliens will attack, bursting out of crates or leaping 
from the top of stacks. The aliens will be fully ready 
for combat (en guarde); the characters' readiness will 
depend on the clues they have found and their sense 
of paranoia. 


CN-21 

Players looking for the chemicals to create CN- 
21 will be able to find them easily. The chemicals 
are inert when properly stored and are kept in this 
low-security section of the hold. 


This deck is dominated by pumps, pipes and 
other equipment needed to keep the ship running. In 
short, it is an excellent place for aliens to lurk. The 
set-up for this deck forces one character to place 
themselves in a very dangerous situation where an 
alien could attack them at any time. The players will 
realise this and Game Leaders will have lots of op- 
portunity to ramp up the tension. 


Main engineering is a mass of controls for 
the Quantum Flux drive and the in-system 
drive. Additionally, numerous monitoring 
stations track power flow, life support and 
other key systems across the ship. 


Using the consoles the team can get a good 
assessment of the state of the ship. The details will 
depend on the what the characters have done prior to 
reaching this deck but overall the ship is good shape. 
A few details can be extracted from the automated 
maintenance logs. 


— Chief Engineer Conrad Heinlein attached a note 
to the log detailing how the conduits had been 
manually disabled to prevent the ship leaving or- 
bit, but believed the engines were otherwise fully 
operational. 


— A couple of hours prior to the note there 
were repeated attempts to use the standard, 
automated shutdown of the plasma conduits but 
instantly 
the orders 
were re- 
versed. 


Hard- The logs 
suggest 
the A.I. 
was revers- 
ing the 
shutdown 
instruc- 
tions. 


POWER 


The status of the power systems depends 
on whether the players have visited deck 5 and 
restored power. 


No Power 

Players trying to adjust the power systems or start 
the engines will find that there is only emergency 
power running. The in-system drive requires main 
power to operate and the plasma conduits, which 
supply fuel to the drive, have all been closed. To re- 
store power to the in-system engines the players need 
to deal with the plasma conduits on this deck and 
visit deck 5 to activate the Quantum Flux drive. If the 
A.l.M. on deck 3 has been activated, the characters 
will notice a warning of the orbital thrusters being of- 
fline and the ship's descent towards the planet. 


Power 

If the players have restored main power they 
will see the plasma conduits are closed and need 
to be manually opened before the in-system drive 
can be used. 


PLASMA CONDUITS 


The six plasma conduits have been manually 
closed and all six need to be opened before the in- 
system drive will operate. This requires someone to 
enter each of the six maintenance shafts and open 
the valves by hand. The maintenance shafts are what 
any engineer would expect, small and cramped. 
Anyone in them has to crawl on their belly and there 
is no room for anyone wearing a vacuum suit or large 





armour. At the end of each 30' maintenance shaft is 
a valve which needs to be turned fully open. No skill 
is required but the valve is stiff and hard to turn in 
the cramped space. Opening each valve takes about 
a minute. 


Combat 

An Alien, Larva mook (1d6+3) is hiding in the 
mass of machinery that surrounds the maintenance 
shafts. Before it attacks, build up the tension by hav- 
ing the characters find some unexplained goo in one 
shaft, claw marks in another and a patch of alien ex- 
crement the character has to crawl through. When a 
character is in the penultimate shaft, working on the 
valve, the alien will drop directly on to the character 
and attack. 

Though it is just a single alien mook, the charac- 
ter will be severely disadvantaged. With their hands 
working the valve they will be busy as combat starts 
and lying on their belly in the cramped shaft makes 
almost all actions difficult. Most characters ac- 
tions will grant a 2d6+0 situation bonus to the alien 
whereas the alien is small enough not to be restricted 
by the limited space. 


CONSEQUENCES 

With the power back on via deck 5 and the con- 
duits open, the ship is capable of manoeuvring out of 
orbit. If the computer core on deck 3 has also been 
activated, either of the A.l.s can fly the ship home to 
Tau Ceti. 


DECK 10 - 


CORVETTE HANGAR 


Taking the corvette and fleeing is an attractive 
way out for the characters and is set up as a final 
dramatic showdown. 





DOORS & CORRIDOR 


Of all the areas of the ship, the Corvette Hang- 
ar is the most protected against dangers such as 
explosions, depressurisation and attack. It is sur- 
rounded by a triple skin of thick bulkhead walls. 
The only way in or out is via the three bulkhead 
doors on the main corridor. When Chief Engineer 
Heinlein was trying to prevent the aliens and the 
Kleinler A.l. escaping he recognised the danger of 
them contaminating the corvette. He also needed 
a ship to leave the Leopold so he jury-rigged a pro- 


tective device. First he locked down the corvette 
so it needed a Command Overide keycard to open 
the little ship's airlock. Next he depressurised the 
hangar bay from the inside and sabotaged the at- 
mosphere control system. He then sabotaged each 
of the three bulkhead doors, allowing them to open 
but not close. 

With this set-up anyone coming from the 
inside of the Leopold to the hangar bay can open 
the first two bulkhead doors without difficultly. 
However, once opened they are stuck open and 
cannot be closed. Now the third door cannot be 
opened because the safety systems recognise that 
the hangar bay is depressurised. The Kleinler A.I. 
cannot override the safety systems as they are 
hard-wired into the door. Only someone with the 
Command Override cards, the right hacking skills 
or the right explosives can force them open. 


The Doors 

The closed doors offer no clue as to their sabo- 
tage; only when the doors won't shut will there 
be any evidence of a problem. All three doors are 
rigged the same way. 


Easy — When the door opened, it retracted too far 
and has now slipped out of alignment. The door 
cannot be shut without dismantling the entire 
corridor and employing heavy lifting gear. 


Moderate — This was very clever sabotage. A small 
but vital component limiting the door's move- 
ment has been removed. 


Between the second and third doors a safety 
line has been secured to the wall and a vacuum 
suit is stacked neatly, ready be donned hastily. 


Opening the Third Door 

The characters’ first sign that anything is 
wrong will probably occur when the control panel 
for the third door shows a red light and refuses to 
open. 


Automatic — The hangar is depressurised but the 
hangar doors (to open space) are closed. 


Easy — It is possible to open the doors even with a 
vacuum on the other side but the safety system 
needs to be overridden or circumvented. The 
depressurisaton must have been deliberate. 
There is no evidence of a leak and the controls 
refuse to repressurise the hangar. 


Moderate — Opening the third door would cause a 
sudden change in pressure in the ship due to 
the vacuum in the hangar. Its effects on the 
rest of the ship will be unpredictable. 


Hard — The damage from depressurisaton is likely to 
prevent the ship using its Quantum Flux drive. 


There are three ways to open the door. The 
easiest way is to use Command Overrides to 
countermand the safety system but this needs 
two different override keycards. Using them is a 
trivial task except when doing it during combat 
or in the ship's final moments before burning up 
in the atmosphere. Under time pressure, entering 
and confirming each card requires an action with a 
resistance of 4. The doors will open a few seconds 
later (at the end of the combat round). 

Using hacking or engineering abilities to open 
the door is an extended action with a target score 
of 20 and a resistance of 5. Each attempt takes a 
full combat round. In narrative play this is unim- 
portant but if the character is in combat it poses se- 
vere risks - see Full Round Action in the 6d6 Core. 
Characters may attempt to speed up the process by 
only taking an action per attempt but this will add 





2d6+0 to the resistance. Once successful, the doors 
will open at the end of the combat round. 

Blasting the doors open requires the explosive 
charges to be placed in the centre of the doors. 
Activating the explosives is a free action but the 
charges are on a timer and will not explode until 
the end of the next round. Because of the nature 
of the shaped charges most of the blast is directed 
into the doors, but they do produce a Blast (2d6) 
explosion on the characters' side. The doors open 
instantly after the blast. 


Depressurisation 

Whichever way the doors are opened the cor- 
ridor will immediately depressurise as all the air 
is sucked into the large vacuum that is the hangar 
bay. All characters and aliens present must make 
a resistance against 4d6+0 or be sucked into the 
hangar. A character attached to the safety line 
gains a situation bonus but the line can only hold 
so many people before breaking. There is a 3d6+0 
bonus if only one person is attached, 2d6+0 if two 
characters are on the line or 1d6+0 for three or 
more characters. 


Quantum Flux 





Anyone who fails their resistance moves one 
square per point by which they failed their resist- 
ance. Everyone who fails is also attacked by a 
2d6+0 secondary effect as they slam into walls 
and equipment. Once the decompression is fin- 
ished the atmosphere is breathable but thin. It's 
like being on top of a mountain. After five minutes 
the ship's life support system will compensate and 
the atmosphere will return to normal. 


Aliens 

Attempting to open the third door will attract 
the attention of the Kleinler A.I. who will funnel a 
swarm of aliens in their direction. Depending on 
the circumstances the A.I. will want to prevent the 
team leaving and warning others of the danger, or 
to make a last desperate effort to get alien DNA on 
to the corvette so it can spread to Tau Ceti. 

Ideally the characters will be rushing to get 
off the ship and opening the third door when it 
is their only hope of escape. As the characters 
struggle to hack the door or plant the explosives 
the aliens should be swarming down the corridor. 
Encourage the players to believe every alien on 
the ship is bearing down on them though the fight 
will be limited to one Alien, Raptor backed up by 
a number of mooks depending on team size. Per 
team member there are two 1d6+2 Alien, Raptor 
Young mooks and two 1d6+1 Alien, Larva mooks. 
The aliens will attack in waves with the larvae 
leading the way in the first round, followed by the 
young raptors in the second and the adult in the 
third round. Game Leaders can add extra waves or 
hold back waves as required to maximise the ten- 
sion in the fight. As the final door opens, characters 
and aliens will be sucked into the hangar bay. The 
damage from this is likely to kill all the mooks. 


IN THE HANGAR BAY 

The hangar is a large open space with hangar 
doors at one end and the bulkhead doors and 
corridor to the rest of Leopold at the other end. A 
corvette (the Omortson) is parked in the centre of 
the room with its airlock shut. Opening its airlock 
is either a Moderate action, requires the use of a 
single Command Override keycard or uses some 
other method beating a resistance of 4d6+0 or 14. 

The hangar doors leading into space are closed 
but a large explosive charge is clearly attached to 
them. A remote detonator for the explosives sits in 
the pilot chair of the corvette. Attached to it is a 
small fading square of yellow paper with the words 
‘Blow Me.' 


Final Showdown 

Whenever the players attempt to escape via 
the corvette they will have a final showdown with 
the Hive Lord. If other aliens are in the hangar 
they will back off as the Hive Lord approaches, 
leaving the fight to their master. The Hive Lord 
makes a lot of noise as he approaches with heavy 
thudding footsteps. 

What happens next is up to the characters 
and Game Leader. This is the climax of the game, 
a time for heroic deeds and tragic deaths, and 
there are plenty of opportunities for both. The 
hangar doors are wired to explode and when they 
go anything not secured will be sucked out into 
open space. The corvette's mass keeps it safe 
from that fate. It has powerful in-system engines 
which should not be used in the hangar (its orbital 
thrusters are designed for use during docking). Fir- 
ing the drives will kill anything in the hangar and 
also fatally damage the Leopold. The goal is a dra- 
matic conclusion to the adventure. Rather than let 
the players simply shoot the Hive Lord until it is 
dead, aim for a more fitting and memorable end. 


The Omortson 
Heinlein left the corvette ready for a fast exit 
twenty years ago and it is still ready. 


Read Aloud 


The corvette powers up and the engines 
fire, thrusting the ship out of the hangar 
and leaving the Leopold to its fate. 
Within minutes the corvette is out of the 
planet's gravity well and the status light 
for the Quantum Flux drive switches to 
green. The familiar sight of the twisting 
vortex of flux space opens up before the 
craft and the corvette begins its Journey 
home. 


DECK 11 - 





SCIENCE LABS 


The science labs are a series of rooms each dedi- 
cated to a particular planetary science from geology 
to microbiology. The only lab of any interest is the 
one labelled 'Xenobiology - Doctor Kleinler.' 


XENOBIOLOGY - MAIN LAB 


The lab consists of three rooms, each with its 
own purpose: the main lab, the decontamination 
room and the clean room. 


Read Aloud 


The main room of the lab contains lots 

of computer consoles and little else, but 
there is a long glass wall looking into 
another room. The area beyond is obviously 
a biochemical lab and on a central table, 
clearly in view is an alien. The small, scaled 
creature has been cut open and various 
dissection tools are scattered around. Next 
to it are two bell jars rigged up to pumps, 
each containing a small, dead alien. 


At the far end of both rooms is a door 
labelled "Decon," clearly leading to some 
form of decontamination area. 


Automatic — The door to Decon shows a green light, 
indicating the seal is airtight and the door opera- 
tional. 


Easy— Various desk drawers have been pulled out as if 
hastily emptied. 


Moderate- A burnt patch and charred scraps of paper 
are in one corner. 


The Consoles 


Easy— The computer consoles have power but are not 
working. 


Moderate- The consoles have been wiped clean of data 
and operating systems. 


Hard— Whoever wiped the computers spent a lot of ef- 
fort ensuring that not a shred of data was left. 


Decontamination (Decon) 

The decontamination chamber ensures no 
unwanted biological material leaves the clean room. 
Only one door to the chamber can be open at once 
(as per an airlock) and the other door cannot be 


opened until the decontamination cycle has been 
run. This takes five minutes as everyone and every- 
thing in the room is subjected to various radioactive 
isotopes, anti-bacterial agents and UV lights. These 
are High security doors. 


THE CLEAN ROOM 


The room is a typical biology / chemistry lab with 
ample supplies of equipment. 


Automatic — Notably, unlike almost everywhere else on 
the ship, there is none of the rust-brown dust. 


Easy— A note pad in a lab coat hung by the door has 
CN-21 scribbled on it and lots of calculations. 


Moderate- The calculation appears to be the volume of 
the Leopold and how much of a liquid chemical 
would be needed if it was atomised through the 
life support system. 


Aliens 


Easy- All three are dead; the one on the dissection 
table doubly so. Its anatomy appears to resemble 
Earth-origin mammals merged with an unknown 
biological source. 


Easy- The first bell jar is labelled CN-21; the second 
is unlabelled. 


Moderate- The dissection is focused on the respiratory 
and nervous systems of the creature. 


Moderate— Chemical analysis of the unlabelled jar 
shows it to be normal ship's air with higher con- 
centrations of CO. Normal air is 360 parts per 
million (ppm) but the jar has 2000ppm. This is 
enough to make a human a bit drowsy and might 
lead to headaches but has no other effects. 


Hard- The respiratory system is primitive or evolu- 
tionarily underdeveloped suggesting the creature 
is highly susceptible to changes in atmospheric 
conditions. 


CN-21 


Easy— More commonly known by its branded name, 
Hazclr. It is a disinfectant used to clean space- 
ships which claims to be especially effective 
against xeno-biological contamination. 


Moderate- The product is a major brand owned by 
the IB-Taiwan Corporation, a fierce rival to the 
Wuland-Yelnani Corporation. Chemically it is a 
very simple and easily created mixture of common 
chemicals. 


Quantum Flux 





Combat 

The alien in the second, unlabelled bell jar is not 
dead, as high levels of co? place the aliens into a 
stupor or hibernating state. Without close examina- 
tion it is not possible to tell whether the creature is 
alive or dead. It is only a 1d6+0 Alien, Larva mook 
but it will wake up only at the most appropriate and 
dramatic time, pretty much ensuring whoever is 
nearby is surprised and unready for combat. 


GASSING THE ALIENS 


After this room, the characters have two ways 
of attacking the aliens. Using the life support sys- 
tem they can increase the CO levels in the ship 
and put the creatures into hibernation. One dis- 
advantage to this approach is the need for access 
to the life support systems which the Kleinler A.l. 
currently controls. While it works quickly against 
alien mooks, larger creatures take 48 hours. Also, 
the once the CO“ level drops, the aliens regain 
consciousness very quickly. 

CN-21 is a more practical solution. Large 
quantities of CN-21 can be made using the chemi- 
cals found in the cargo bay on deck 8. It is then a 
simple job to introduce it directly into the ship's 


i. i 
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ventilation system via main engineering on deck 
9. It will kill unprotected life forms including the 
strange rust-brown biological matter, alien mooks 
and humans. Preparing the gas takes an hour, with 
another six hours for the gas to permeate the ship. 
After 24 hours CN-21 breaks down into harmless 
chemicals and leaves a faint smell of almonds. 

There are two problems with either approach. 
Firstly, the larger aliens are not affected by CN- 
21 (something the characters will not know) and 
are only slowly affected by the CO?. The second 
problem is the Kleinler A.I. who will try everything 
to kill the characters once it becomes obvious 
what they are doing. Every alien on the ship will 
be steered towards the characters. Assume there 
are two Alien, Raptors per character plus the Hive 
Lord but Game Leaders can add or remove aliens 
to the ship as they see fit. 


Recovery Epilogue 

With all the aliens dead and the drives online, 
the team can take the Leopold home. Heading 
out into open space, the jump into Flux Space can 
be made. Arrival at the Tau Ceti system will be in 
just three days. 
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ALIENS AND CHARACTERS 


MONSTERS BY LOCATION 


Deck 1 - Command & Control 
4 Alien, Larva mooks 


Deck 2 - Hydroponics & Medical 
4 Alien, Hybrid 


Deck 3 - A. I. M. 


4 Alien, Larva mooks 


Deck 5 - Power Control 
4 Alien, Raptor 
4 Alien, Raptor Young mooks 


Deck 8 - Cargo Hold 
4 Alien, Raptors 
4 Alien, Raptor Young mooks 


Deck 9 - Main Engineering 
4 Alien, Larva mook 


Deck 10 - Corvette Hanger 
Alien, Raptor 

4 Alien, Raptor Young mooks 
4 Alien, Larva mooks 

4 Hive Lord 


k. 


Deck 11 - Science Labs 
4 Alien, Larva mook 


CHARACTERS 


mae k hk h h 


Nick ‘The Brick’ Boston 
Steven ‘Stones’ McCay 
Blaize Starfall 

Monica Harper 

Abbs Saxton 

Mr L Pliskin 





The aliens on board the 
Leopold are the product of 
alien DNA and mammalian 
DNA, intermixed with a super- 
mutating virus. The alien 
DNA originated on the planet 
Oberon; the Earth DNA comes 
from the original terraforming 
attempt. The origin of the virus 
is genetic engineering by the 
Wuland-Yelani Corporation 
though the virus' behaviour and 
the effect when the two strands 
of DNA mixed were totally 
unexpected. The alien life cycle 
starts with the larvae which 
then metamorphose into young 
raptors. These rapidly mature 
into adult raptors, the largest 
and strongest of which becomes 
the hive lord. The aliens carry 
the virus and some unlucky 
souls can become infected with 
it. This rapidly mutates the 
body into some form of human / 
alien hybrid though the effects 
are unpredictable and each 
one is unique. A second alien 
life form was also accidentally 
carried on board. Spores of a 
fungus, also infected with the 
virus, Came aboard by accident. 
Its incredible hardiness (it can 
thrive in the vacuum of space) 
allowed the fungus to pass the 
ship's biosecurity measures. It 
was fungus spores carried up 
on the outside of shuttle craft 
which led to the growth on the 
Leopold's hull and throughout 
the ship. Fortunately for 
the characters the fungus is 
harmless. 


Mooks 


Alien, Larva 
Mook 


Small, cat-sized alien invertebrates. 
They have terrifyingly sharp teeth, 
a vicious temperament and work 
together to tear their prey apart. 
Traits: Melee, Mob Attack, Run 


Alien, Hybrid 


A human / alien genetically engi- 
neered cross. 


DP 14 MCP | 10 
SP 12 CP | 67 
Rep | 2 


FR | 2— Tail, Tough Hide 


1d6+0 
Static 


CP: 4 


Arthropod 
Monster, Path 


An external skeleton and a 
segmented body. 


1d6+0 
Static 


A creature that uses tools Gees 
and has a recognisable language and 
culture. 


Intelligent 
Monster, Path 


Reptile 1d6+0 
Monster, Path Static 
A scaly, cold-blooded, egg- CP: 4 
laying creature. 

Bite 1d6+2 


Body, Life CP: 7 


Nasty, big pointy teeth. 


Patience 1d6+0 
Life, Soul CP: 4 


The capacity to accept or tolerate 
delay. 


Problem Solving 
Life, Mind 


1d6+0 
CP: 4 


Analytical and adaptable. 


Quick Wits 1d6+0 
Life, Mind CP: 4 


Fast in thought and word. 


Segmented Body 
Body, Life CP: 5 


A body with well-defined sections, 
either all the same or different. 


Tail 1d6+2 
Body, Life, Reach (1) CP: 7 


A flexible appendage extending from 
the base of the spine. 


Jaws of Death 
Double [Bite], Skill 


CP: 5 


Powerful jaws which maximise the 
sharpness of the creature's bite. 


1d6+2 
Static 


Attack a foe behind you Cp: Z 
who acts and is within reach of a 
melee attack. 


Rear Strike 
Opportunity 


Tough Hide 1d6+2 
Feat CP: 7 


A thick skin that protects the creature 
from harm. 


Wpn Exp. (Bite) 
Dice, Skill 


CP: 5 


Skilled in using particular types of 
weapons such as pistols, rifles, shot- 
guns, bows or knives. Reroll ones on 
the dice. 
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Alien, Hive Lord 


Large, highly intelligent alien. 


DP 616 MCP | 13 
SP I|2 CP 1117 
Rep | 4 


FR | 1 — Cuticle 


Arthropod 
Monster, Path 


1d6+0 
Static 


CP: 4 


An external skeleton and a 
segmented body. 


Coleoptera 1d6+0 
Monster, Path Static 
Beetles and similar crea- CP: 4 
tures. 

Large 1d6+0 
Monster, Path Static 
Twice the size of an average oe 
human. 

Reptile 1d6+0 


Static 
CP: 4 


Monster, Path 


A scaly, cold-blooded, egg- 
laying creature. 


Antennae 1d6+4 
Body, Life CP:5 


Long forward-facing sensory organs. 


Claws 1d6+3 
Body, Life CP: 7 


Sharp, retractable appendages. 


1d6+4 
CP: 14 


Exoskeleton 
Body, Life 


An external structure that protects 
and supports the creature. 


Mass 1d6+2 
Body, Life CP: 7 


Using your weight and mass to good 
effect. 


Stride 
Body, Life, Movement 


1d6+1 
CP: 5 
A long stride makes travel over rough 


terrain easier. Treat difficult terrain 
(MR 2) as normal terrain (MR 1). 


Tail 1d6+3 
Body, Life, Reach (1) CP: 10 


A flexible appendage extending from 
the base of the spine. 


Toughness 1d6+3 
Body, Life CP: 10 


Hardiness and resilience. 


Wide Vision 1d6+0 
Body, Life CP: 4 


This creature can see all around itself. 


Block 
Opportunity 


1d6+3 
Static 


Hinder the movement of a CP: 10 
creature going into, passing through 
or leaving adjacent squares as if they 
were passing though your square. 


Cuticle 1d6+3 
Feat CP: 10 


A thick, flexible and tough protec- 
tive covering, often made of chitin or 
calcium carbonate. 


Knockdown 1d6+1 
Skill Static 


A successful melee strike CP: 5 
knocks an opponent down as well as 
doing damage. 


Rear Strike 
Opportunity 


1d6+0 
Static 


Attack a foe behind you GRSA 
who acts and is within reach of a 
melee attack. 


Stealth 
Skill CP: 10 


Skilful in avoiding being seen or 
heard. 


Alien, Raptor 


Raptors like to use the terrain to 
their advantage and prefer to am- 
bush their prey. Working as a pack, 
they gang up on a single target and 
overwhelm its defences with lots of 
small attacks. 


D 13 MCP | 8 
SP 11 CP | 50 
Rep | 3 


FR | 1 — Cuticle 


Arthropod 1d6+0 

Monster, Path Static 

An external skeleton anda CP:4 

segmented body. 

Reptile 1d6+0 

Monster, Path Static 
CP: 4 


A scaly, cold-blooded, egg- 
laying creature. 


Exoskeleton 
Body, Life 


1d6+1 
CP: 5 


An external structure that protects 
and supports the creature. 


Tail 1d6+1 
Body, Life, Reach (1) CP: 5 


A flexible appendage extending from 
the base of the spine. 


Claws 1d6+1 
Body, Life CP: 5 


Sharp, retractable appendages. 


Patience 1d6+0 
Life, Soul CP: 4 


The capacity to accept or tolerate 
delay. 


Cuticle 1d6+1 
Feat CP: 5 


A thick, flexible and tough protec- 
tive covering, often made of chitin or 
calcium carbonate. 


Disembowel The Kleinler A.I. Fake Sincerity 1d6+1 


. l f I i i Stati 
Pise onl CP: 5 The A.I. is located in the Leopold's Dice; Skill = E 
An aimed blow at the victim's soft- Artificial Intelligence Mainframe. Sound sincere in what you : 
underbelly (or other weak spot). The Kleinler A.l. can cause power- say, regardless of the reality. Reroll 
Explode sixes on the dice in actions ful electrical surges through any- ones on the dice. 
using this advantage. thing connected to the computer's m O OO O 
SS — network. Feedback Shock 1d6+2 
a Es DP IA  MCP | 11 SR BRAS 

: SP l| 4 CP | 73 The emission of a powerful electrical 
The art of staying out of sight. Rep | 2 shock targeting anyone using elec- 
RS E trical equipment connected to the 

: FR 1— f 
Rear Strike 1d6+0 Shae erall OVIE network. 
Opportunity Static Busi O a 
usiness Person : 

Attack a foe behind you os Path de ati = 





who acts and is within reach of a 


males attack, Making a living from buy- 


ing, manufacturing and selling goods. 


Stealth Digital Spacecraft Systems 


sul CP: 5 Monster, Path Static SKIN CP: 7 


Writing and debugging software. 


Skilful in avoiding being seen or ; ‘ CP: 4 Use and maintenance of life support, 
An electronic conscious- É 
heard. computer and propulsion systems 
ness. 
OO St. found on spacecraft. 
Hacker 1d6+0 
Mooks Path Static 
: i CP: 4 
Alien, Raptor (Young) no ln 
Mook P y i 
Vicious flesh-eating alien. Xenobiolgist 1d6+0 
Traits: Disembowel, Mob Attack, Run Path Static 
CP: 4 


An expert on alien species. 
Cunning 1d6+2 
Life, Mind CP: 7 
A knack for deviousness, scheming 
and exploiting weaknesses. 

Problem Solving 1d6+3 
Life, Mind CP: 10 
Analytical and adaptable. 

Self 1d6+2 
Life, Soul CP: 7 
Personal gain above all else. 
Computer Hacking 1d6+2 
Skill CP: 7 


The fine art of breaking into, modify- 
ing, and covering tracks in computer- 
ised systems. 
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Quantum Flux 
Equipment 


Equipment which may be found in 
the shuttle craft or aboard the TSN 
Leopold. 


The "B.F.G." 
Area (2), Dice, Prepare (4), Range 
(4), Two-Handed 


The experimental Bi-state Fluxating 
Gatling-gun (what did you think it 
was called?) needs to prepared before 


each shot. Sixes on the dice explode. 


Command Override 
Keycard 


This card allows senior crew to over- 
ride standard door locks, consoles and 
safety systems. 


Hawk Laser Rifle 
Range (3), Rifle 


A simple focused energy rifle, self- 
charging. 


Hull Explosives 
Blast (10d6) 


Shaped explosives which will blow the 
bloody doors off. 


Hull Rivet Gun 
Capacity (6), Range (1), Two-Handed 


A cumbersome tool used by engineers 
to apply metal to the hull with a high- 
pressure rivet bolt. 


Jamesy the Cat 
Cat 


The crew's cat - with claws and teeth. 
How has it survived this long? 


Jamesy's Carry Case 
Equipment 


A large metal box that holds some 
bedding, used to carry a cat named 
Jamesy. 





M.E.M. Kit 
Equipment 


The "Modular Electrical & Mechani- 
cal Kit" has everything a technician 
or engineer needs to patch just about 
anything. 


Modified Plasma Cutter 
Melee, Reach (2) 


Upgraded following the plans of 
Conrad Heinlein, this cutter has a lit- 
tle kick to it now and can project the 
plasma across a short distance. 


Orbiter Armour 
Armour 


A standard military-grade suit of 
protective armour, vacuum sealed for 
extra security. 


Practioner's Kit 
Equipment 


A tool kit designed to aid an indi- 
vidual skilled in first aid and medical 
areas. 


Plasma Cutter 
Melee 


A hand-sized cutting tool that cuts 
just about anything given time. 


N52B Pulse Rifle 


Autofire (3), Capacity (20), Range (2), 


Rifle 


Standard military issue, or it was 
about 20 years ago. 


Portable "Deck" 
Equipment 


A portable computer that can be 
used to interface with any computer 
system. 


Sparrow Laser 

Pistol, Range (2) 

A simple focused energy pistol, self- 
charging after each shot. 

Surgical Laser 

Melee 


A surgical knife using a laser cutting 
edge. Need more be said? 


Vacuum Suit 
Equipment 


A simple pressure suit for use by indi- 
viduals walking in space environments 
for a short period of time. Not great 
against sharp objects. 


Nick 'The Brick' 
Boston 


Gunnery Sergeant Nick Boston, 
Terran Stellar Navy Marine, was 
dishonorably discharged from 

the TSNM three years ago on two 
charges: disobeying direct orders 

so he could save three of his men, 
and striking the superior officer who 
gave the order. Searching for a man 
with strong loyalty to his comrades, 
Steven McCay approached Nick and 
offered him a slot on the team as 
"The Muscle." **NOTES** Nick is 
well-suited for combat, Small Arms, 
Weapon Expertise, Self-Defence, 
Brawn, Manual Dexterity and his 
Military Service advantages are easily 
applied to fights. Outside of combat 
he is limited. Sharp Eyes and Search 
are good for spotting things and his 
Think Differently advantage is suit- 
able in many situations. Nick Boston 
is a custom build using the Generic 
Modern setting. 


Dynamic | 4 MCP | 9 
Static | 2 dP I 0 
Recoup | 2 


Free Resist | 1 — Self-Defence 


Guard ee 
Path ane 
CP: 4 


Experience protecting people 
and property in prisons, museums or 
anywhere else that security is needed. 


BANK 


Military Service Ier 

Path Static 
CP: 4 

A member of the armed 

forces 

Rebel 

Path 


CP: 4 


Some people are always 
swimming against the tide. 


Brawn 1d6+1 


Body, Life CP: 5 


Physical strength. 


Manual Dexterity EE 


Body, Life CP: 5 


Hand-to-eye coordination and nimble- 
ness. 


Self-Confidence | 1d6+0 | 


Life, Soul CP: 4 


Strong belief in one's own judgement. 


Sharp Eyes EZA 


Body, Life CP: 7 


Excellent visual acuity. 


Headbutt EC 


Melee, Skill CP: 4 


See You Jimmy! On a successful attack, 


do one potential damage in addition to 
the life damage. 


Won Exp. (Rifle) 
Dice, Skill 


Aid Resist 


Skilled in using particular types of 
weapons such as pistols, rifles, shot- 
guns, bows or knives. Reroll ones on 


Help an ally defend against 
an attack as long as the ally is adja- 





Snap Shot 
Opportunity 


Use a range attack on an op- 
ponent who has just moved. 


Self-Defence 


Practiced in basic martial arts skills 
useful for fighting off assailants. 


Actively investigate an area, moving 
around it and examining its contents 


Small Arms 


Practical experience with common 


Think Differently 


Solving problems by getting out of the 
box and slaughtering the sacred cow. 





MUNDANE 
EQUIPMENT 
1d6+0 


7 1d6+2 
10 1d6+3 
14 1d6+4 
1d6+5 
1d6+6 
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Blaize Starfall 


Blaize has always been a thrill-seek- 
er, especially when given the controls 
of a fighter, a shuttle, a corvette or 
pretty much anything that moves. 
However, after one accident too many 
she was struggling to find work. When 
McCay found her in a bar he hired 
her within five minutes. **NOTES** 
Blaize's Cool Under Pressure advan- 
tage has so many uses and will be 
appropriate whenever danger is near. 
Her Situation Awareness is similarly 
useful. Space Pilot, Pilot Spacecraft, 
Sensor Array and Spacecraft Systems 
are handy when piloting and also 

in working with shipboard systems. 

In combat her Weapon Expertise, 
Manual Dexterity and Move & Shoot 
are all useful. 


Dynamic | 4 MCP | 9 

Static | 2 CP | 70 

Recoup | 2 

Free Resist | 1 — Weapon Exp. 

(Pistols) 

Aviator aoe 

Path AG 
CP: 4 

Years spent in the cockpit of 

spacecraft. 

Marksman 

Path 


CP: 4 


Years of practice on the 
range. 


BANK 








Space Life 
Path 


CP: 4 


Years spent in space. 
Cool Under Pressure 1d6+2 
Life, Mind CP: 7 


Able to stay calm when the pressure is 
on. 


Healthy Leeg 
Body, Life CP: 4 
Well-nourished and disease free. 

Manual Dexterity Lee 
Body, Life CP: 5 


Hand-to-eye coordination and nimble- 
ness. 


Sharp Eyes Ide! 
Body, Life CP: 5 
Excellent visual acuity. 

1d6+0 


Estimate 
Skill 


Static 
CP: 4 


Good at estimating distances, 
quantities, time and other quantifiable 
concepts. 


Move & Shoot 
Skill 


CP: 4 


Move and fire a weapon 

at the same time. The move may be 
before or after the shot and cannot 
exceed a Movement Resistance of two. 











Pilot Spacecraft EE 


Skill CP: 5 


Competent in piloting all forms of 
space vehicles. 


Pressure Suit es 


Free [Pressure Suit], Skill CP: 4 


Skilled in the use of pressurised suits 
designed for hostile environments. 


Sensor Array on 


Skill CP: 4 


Adept in the use of a wide range of 
ship-mounted sensors for navigation, 
combat and analytical purposes. 


Situation Awareness 1d6+0 


Skill CP: 4 


Able to track multiple allies and haz- 
ards in a rapidly-changing environment. 


Spacecraft Systems | 1d6+2 | 
Skill CP: 7 


Use and maintenance of life support, 
computer and propulsion systems 
found on spacecraft. 


Weapon Exp. (Pistols) | 1d6+1 | 
Dice, Skill CP: 5 


Skilled in using particular types of 
weapons such as pistols, rifles, shot- 
guns, bows or knives. Reroll ones on 
the dice. 





MUNDANE 
EQUIPMENT 
1d6+0 


7 1d6+2 
10 1d6+3 
14 1d6+4 
1d6+5 
1d6+6 
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Abbs Saxton 


Having operated on the boundary 
between legal and illegal for many 
years, Abbs was looking for some- 
thing more legitimate but with the 
same thrill. Salvage work proved to 
be the perfect solution, from taming 
malfunctioning computer systems 

to battling alien technology. Abbs is 
having great time and the money is 
good. She misses her family and the 
comforts of home but the team have 
become a second family to her. ** 
NOTES ** Abbs' skills lie in comput- 
ing and whenever working on a com- 
puter she can use her Neural Jack 
to plug straight into it. By combin- 
ing her Hacker, Computer Hacking, 
Cryptography and Problem Solving 
advantages she can master almost 
any computer system. With her Space 
Life, Damage Control and Spacecraft 
Systems she is also capable of run- 
ning a ship. Her Dirty Fighting gives 
her options in combat and Retreat is 
very useful at keeping out of trou- 
ble. Abbs Saxton is a custom build 
character using the paths from the 
Generic Modern setting. 


Dynamic | 4 MCP | 9 

Static | 2 cP | 70 
Recoup | 2 

Free Resist | — Dirty Fighting 
Hacker na 
Path aus 


CP: 4 


An expert in subverting com- 
puter systems. 


BANK 





Petty Criminal 


Path 
CP: 4 


Burglary, mugging, grand 
theft auto and so on. 


Space Life 
Path 


Static 
CP: 4 


Years spent in space. 


Cunning 


Life, Mind CP: 4 


A knack for deviousness, scheming and 


exploiting weaknesses. 


Healthy 


Body, Life CP: 4 


Well-nourished and disease free. 


Problem Solving 


Life, Mind CP: 4 


Analytical and adaptable. 


Toughness 


Body, Life CP: 5 


Hardiness and resilience. 


Computer Hacking 


Skill CP: 7 


The fine art of breaking into, modifying, 


and covering tracks in computerised 
systems. 





1d6+0 





1d6+0 


1d6+0 


1d6+0 


1d6+1 


1d6+2 


Telecoms el 
Static 
Knowledge 
CP: 5 


An in-depth understanding of 


how phones, radios, TVs, mobiles, wi-fi, 
satellite dishes and similar communica- 


tion devices work. 


Cryptography EE 


Free [Mathematics], Skill CP: 4 


The creation and cracking of secret 
codes and ciphers. 


Dirty Fighting | 1d6+0 


Melee, Skill CP: 4 


Underhand techniques for when win- 
ning is more important than honour. 


Mundane equipment used as an ad-hoc 


weapon counts as 1d6+0 rather than 
Od6+2. 


Retreat 1d6+1 
Movement, Opportunity Static 
| CP: 5 


Move after a creature has 


moved towards you but the move must 


increase the range between the crea- 
ture and the character. 


Damage Control Idei 


Dice, Skill CP: 5 


Trained in the use of procedures and 


equipment to manage fires, explosions, 


leaks and other dangerous situations 
aboard ships. Reroll ones on the dice. 


Spacecraft Systems 


Use and maintenance of life support, 
computer and propulsion systems 
found on spacecraft. 


Neural Jack 
Cybernetic 





A complex neural system that 
can be used to connect the brain to 
computer systems. 





EZ MUNDANE 
EQUIPMENT 


1d6+0 


7 1d6+2 
10 1d6+3 
14 1d6+4 
1d6+5 
1d6+6 
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Attention TSN Oculas. Urgent Salvage Job. 


TSN Leopold 
Mengala Class frigate adapted for scientific survey mission 
fitted with experimental artificial intelligence. 


Status 
Missing 


Ship’s Complement (presumed dead) 
Captain James Shepard, 13 Crew, 4 Marines, 31 Scientists 


Last Known Location 
Oberon System (failed terraforming project) 


Mission 
Classified 


Find the ship. Discover what happened. Recover the A.I. 
If possible, recover the ship. 

If recovery is not possible, destroy the ship. 

Repeat. If recovery is not possible, destroy the ship. 
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